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Introduction 


The Origins of the Special Air Service 

T.id SUrtn& a 24-yearold Sow Guard* subaltern (2nd Lieutenant), arrived in North Africa as a 
relunteer member of ’Layforce' (8 Commando) 

At this time Special Races were viewed ae a waste of manpower and material, ao upon arrival. 

-force was quickly dismantled tn all but name, and the majority of lie members were aent to fight 
m Crete. Stirling's expertenee with the lAyforce made him realize that Special Fbreee were being 
orlyuttod. ihqr were poorly equippjd. poorly trained, and the commandera umded to uae them 
traditional units, charge than headlong Into a fight Stirling knew there had to be a better way. 

,;hfla considering the options. Stirling decided that airborne Ineertion had poumtlaL In the process 
! .-anting to parachute, Sliding was injured and spent two months in an African hoepltaL During 
us stay In the hospital. Surtug devoted his time planning how small raiding teams could be used to 
-.-tack vulnerable airfields and logistics bases behind enemy Unas. 

pan his release from the hoepltaL SUrlmg headed for the High Oommand Headquarters In order to 
-1 General Auehlnlek. the CommandcMn-Chiaf. Instead, ho enudcntally ended up in General Ritchie's 
ffloa and presented his tdra for' raiding forces. Ueneral Hltchle. Deputy Commander Middle East, saw 
at Sortings idea was a ffwl one and wont on to present II to Oeneral Auehlnlek. Both generals aaw 
- :te potential of his Idea. Surtmg felt that the beuallon-sized formations that were being formed fur 
amphttn* raiding ware too cumbersome lor covert operation!, and that small units of live to six men 
uid be able to stealthily penetrant enemy bases and suack using delsytd-actlon charts. 

hree days law Btlrting was back at QHQ and given permission to recruit six officer! and 80 men 
ram Layforca and to set up a irairung oamp m the Suez Canal Zone. This Independent command was 
• bo oalledL Detachment. Special Air Service Bngado. The term •Brigade" was chosen In order to 
nvtnta Oennan intelligence Dial the 8th Army had an airborne bngado In the theatre rather than 
;iat a handful of men. It was thought that the uae of BO volunteer* would not deplete the strength 
and resources of the Bth Army, but thotr use behind enemy linos might oeueo ton fusion during e 


In an early mission, L Detachment deputed to gather Intelligence, as wuU as harassing and tying up 
,-irman forces during Operation Crusader. Slxty-slx men were parachuted from five Bristol Bombay 
i ombere in vsiy bad weather. It took thsm orer an hour to assemble the man. and thqr ooukl otib' 
find wo of their ten supply canisters. These contained blankets, water, food and 0 Lowes bombs 
named for Jock Lewea. a co-founder of the HAS), but no fuses. 

.-table to destroy any planes. Stirling decided to spill bis men into fora groups and at least carry out 
me reconnaissance. One iff one the mat made u back to the rendezvous point where the Long 
Bange Derert Group (LRDQ) was waiting with vehlclee for extraction to Allied lines. Of the 86 men 
who had left for the operation only 22 men returned. 
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Chapter 1 : Setup 


y 


Next. Stirling and his group named up with A Squadron of the Umg Range Desert Group They aet up I 
a base at (Halo (taut 240km eoutli of Benghazi m llttya. There tins' could operate using ground 
Insertion Instead of the highly unreliable air insertion of the previous mission. Stirling wim asked to | 
hav.l the mission, due to the enemy airfields preparing an operation an the 21 sl/ 22 nd of boombaiy J 
Stirling along with Irish athlete ratty Mayne, would lead ten mon m an atiaok on tlie airfield at Slrte, 
while Jock Lewee would go for fil Agliella. and Ik. Bill Fraser would atiaok Agedabla a week lalet J 

leaving Glalo an December Sth, Stirling and Ills group wore being transponod by the l-RDO In 7 30 
cwt (hundredweight) trucks. The column loiailod 32 men and waB piled high with siores and 4 
equipment. Pur the flrsi throe days thn journey was uneventful. except for minor mrehanical « 
problems with one of the trucks. On live fourth day, an Italian plane spotted the group. Knowing ihm 
bombers would scon follow, the group hid in some scrub. Three Italian bombers came, and for 18 i 
minutes thuy boinlwd the group, throwing up huge clouds of dust. When the dust had cleared. 3 
Stirling found that Ids column had suffered no damage at all. 

Dio oolunm moved oil Just before dark, another Italian plane came and suin«l mrcllng m 
Being loo dark for enemy bombers, and knowing that a patrol ought soon be aiming, Stirling dec 
to divide lUs group. He Bent Mayne, along with ton men. on to attack the airfield at Tkmot, whllg 
would see what could be done at Sine. 



Both attacks were in take place tho following night That night, Stirling's reoonnaleeani* was nog 
lb 1 ills Italians, causing than to (Ire randomly Into the darkness. All Stirling could do was to hidg 
watch the show, knowing that thqy had lost the element of surprise. Tho following day, Stirling 
cursed as he waichod the Italians svaouM# tho airfield. Hoping tho others hart bettor luck, Sc 
group headed for the rendozvuue point. 

At Dimot, Mayne had better luck. As his group approached the airfield thqy could hear pooplo 
dialling and laughing in ono of tho buildings. Mayne kicked the door opened and fired his Thompfli 
submachine gun Into the room, leaving four mon as a rear guard, Mnyno and live mon proeeedSI 
place bombs on 23 aircraft In IE mlmm Having no more bombe. Mayne climbed inlo the 24th 9 
aircraft cockpit and ripped out part of the mauument panel with his tare hands. It was an cplsoddfl 
which would become part of SAS legend. 

t/swes found that his airfield was only a tensing point and had no aircraft, so ho planted mines an 1 
tho runway and along the road, as well as blowing up some 30 trucks. Presort attack was won more 
successful, destroying 37 Italian CR42 fighter-bombers, although ho had to leave two amiralt 
untouched after running out of explosives. Incidentally, the Gorman General, Brwtn Rommel, was at 
nearby Agodabia that night, and ivas most likely entertained by the resulting fireworks. 


System Requirements 

1 lidden Sf Dangerous 2 requiree DirectX P to be Installed In order to run. (*11 will 1* prompted to 
install this after installing the gams.) 

Ite game also requires the Hlddon S Dangerous 2 Disc l to to in the CD ROM (or DVD ROM) drive 
in order to run. 

The supported operating systoms are: 

• Windows fib, Windows 98 Second Fdmon, Windows Millennium. WUulowa 8000 (Profoeolonal), 
Wmdows XP (Home and Professional) 

Hidden » Dangerous 2 does not support: 

• Window. fi\ Windows NT - any vureionl 

Minimum Hardware Roqulremonts: 

• Intel Fcntmin 111 / AMD Athlon 101 b Processor. 128MB RAM. 2.4QB Hard Drlw Spare, 4x CD/DVD 
ROM unve, 32 MB 100% Direct 3D and DirectX 8 Compatible Graphics Carol. 100% DirectX 8 
Compatible Sound Carol, Mlcrosofi Compatible Keyboard and Mouse. 


Multlplayor LAN: 

• TCP/IP Network 

Multiplayer Intornot: 

• B0k Modem (Client only) / ISDN / Broadlmnd Connection 


Reoommended Hardware Requirements: 

• Intel Pentium 4 / AMD Athlon 20 hz Prooeesor, 612MB RAM, 2.4GB Haro! Drive Space, 4x CD/DVD 
ROM Drive, 128 MB 100% Direct 3D and DirectX 8 Compatible Graphics Card. 100 % DirectX 8 
Compatible Sound Card, Microsoft Compatible Keyboard and Mouse. 

Multiplayer IAN: 

• TCP/IP Network. 


Thus began the SAS. Ijy U 10 end of 194 1 the SAS had destroyed more than 100 enemy aircraft. By 
the close of 1942, 1, Detachment was given Tull regimental status as 1 SAS Regiment. Receiving' J 
volunteers from 8 Commando, FTes French. Poles and Greeks. During operations In North Africa, the 


SAS destroyed over 400 enemy aircraft and tied up large numbers of enemy troops protecting' air • 
bases and linn of communication. The SAS will continue 10 do Important mlnslono throughout tla I 
war. causing havoc and destruction behind enemy Unas. 


Multiplayer Internet: 

• Broadband Connection 



Installation 

Insert the Hidden 9 Dangerous 2 DBS 1 CD Into you CD RfiU (or DVE BOM) drive. The Bj 
menu window will to displayed, Select iNSTALL to begin the installation of the game If AUTCrUfl 
disabled on your computer's CD ROM (WD BOM) drive you will need to run the SSTUEKXE by 
double clicking the MY COMPUTT® loon and then double clicking the CID BOM (WD BOM) drive k 
and then the SETUPRXB fUe. 


Billow the on-screen inscrucuons to install the game and Insert Disc 2 and Disc 3 when pronmwB 


Vu will to prompted to enter the unique CDKFY tor your oo» of the ©unc. Una can be found [ 
on the back of the manual 


Note: top the manual In a eafe place should yuu wish to unln.-taU and reinstall the game it a Uer d 


Uninstalling the Game 

lb uninstall Hidden JT Dangerous 2. select the uninstall option from the Windows Stan 
Menu\fK«ranis\lllu8lon Saftworks\Hldden 9 Dangerous 2. 


Configuration 

After you have installed the game and run it for the first time, the Hidden 9 Dangerous 2 setup | 
window will be displayed. The game will automatically detect your PC's specifications and select tiW| 
beet settings depending on your haniware. 


Important: It is strongly recommended that you do not adjust these settings unless you are 
experiencing problems while running the game. 


Profiles 


> 


a player profile will store your game settings and your progress through the single-player campaign. 
Multiple profilre can to created and stored on the PC that the game Is installed to, allowing different 
. ayere to hare individuated setting. The active player profile Is displayed on the Main Menu screen. 


Creating a Profile 

Tbs first ume yarn play Hidden 9 Dangerous 2 you will noed to croaui a now player profile. Seloot 
>.snge Profile from the main menu: input a name and proee ENTP.K to continue. You will then be 
: rompted to select the difficulty tool to aesoclate wtlh thai profile. 


-rem this menu you can also delete old profiles, rename ousting proflke, or create additional profiles. 


Resume Game 

you have already created a player profile and started a game, you can select Besume Oamo to 
::unue playing from the last saved position. The details of the most recent sure are displayed above 
. ' menu options. 


Films 

"his menu option allows you lo view briefing films and video sequences from the missions you have 
xeeaoMn the Blngle-player campaign. 


Setup 

Sdsct Setup to 


vanous configuration opuons. 



Chooee "Save and Exit" to txmUnue with the game, ftu can run the eetup utility at any time by 
the Hidden 9 Dangerous 2 folder in the Windows Sian Menu. 

Main Menu 

After starting the game yarn will be presented with the main menu options. 
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Video Setup 

Here yon cun adlust (ha graphics options In Hidden Q Dangerous 2. The options are Initially set 
based on Jour PC's harolware specifications, hut if you experience problems or performance li 
(particularly in multiplayer) adiusting those may help. 

Gamma Correction 

Tills slider adlusts the gamma (similar to brightness) in tlw game. 

Graphic Details 

This setting adjusts the overall level of detail In the game. 

Shadows 

Use this check tat to turn shadows on or off m the game. 

Morphing 

Uao tins Check box to toggle Up sync animations m game and other morphing effects. 

Fbotprlnla, dooals 

Use this checkbox to turn footprints and decals (such as bulloi holes) on and off. 

Blood Stains 

'higgles the representation of blood Wains on cliaractaf models. 

Grass 

Tills checkbox toggles whether close up bite of grass and weeds will lie rendered. 

Dynamloa 

Use tills to togglo oharactor Interaction with environmental ot|)oot* when killed. 

Models With High Resolution 

This toggles the use of high-resolution textures on models. 


Sound Setup 

Here you can actlust the settings for the sound and muslo volume in the game, as well as unable 
voice diet in multipliwor. 

Sound Level 

Use thlo slider to adlust the ovoraU volume of the game. 




Control Setup 

: lure you can adlust the controls used for playing Hidden 8 Dangerous 2. 


Key Setup 

Kilter this submenu to alter the toys assigned w different functions and commands Note that all 
. unwinds must be assigned uj a kay. 

Invert Mouse 

iheck this box to Invert tho vertical axis of the mouso while In game. 

Mouse Sensitivity 

! iso this slider to adjust how fast the mouse movoo your viewpoint whUe ui game. 

Game Setup 

Within this menu you oan adlust bow Borne basic options are configured. 

Subtitles 

This checkbox determines whether suhtitlos will be shown for video sequences and In-game dialogue. 

Multiplayer Game Setup 

Use this menu to spociy your settings for multiplayer games. 

Voloe Chat Settings 

select this checkbox to enable voloo-oltat while playing a multiplayer game, 

How that if you have this enabled and are experiencing big in a multiplayer game It Is recommended 
io disable It. 

Volos Chat Sound Lovel 

i lao thlo slider to set the volume lovel of ln-gamu voice communications. 

Credits 

Select thlo option to display tho credits far Hidden 9 Dangerous 2 


9 




Chapter 2: Game basics 


Single-Player Game 

Before you begin a game, you'll no* 


a game type lo plt»'. There are five game types. 


Campaign; This option will begin a new Campaign guns. A Campaign gamo actually consists of 
numorous campaigns, each with one or more Individual missions. After each mission, your pregra^ 
will aulomaUmlly bo saved, allowing you 10 leave the game and thon pick up whore you lull off ly j 
suloctlog Itiwumo (lamo In the main menu. \bu can also qukJtsavo (press Pd) and qulokload (prest ■ 
PH) during a mission but these saves will lie lost If you quit the mission before completing It, 

Por a Campaign game, you'U bo able to select up lo four soldiers and ouint them to your liking Be 1 
warned iliat many of your campaigns will take your soldiore through numerous missions without ttoj 
benelli of returning to base. Plan ahead, and bring plenty “I ammo and Qret-ald packs. 

Lone Wolf: This option u similar lo a Campaign gamo, In that you will proceed tlirougli llie gam^H 
campaigns and be required lo complete each mission's tasks before proceeding lo the next The 3 
dlflbrenm Is that .you're only allowed to bring a single Midler on Hus campaign. This option Is I 
intended for advanced players, or players who have completed a Campaign and are looking for on 1 
extra challenge. i 

Carnage: :n Carnage mode, you will proceed through the game's campaigns as normal, with a qimdS 
of four soldiore. In addition to completing each mission's objectives. hmvever.you will also t> t-.quhfl 
to kill all of tha enemies you encounter. 

Single Mlaslon: If you've completed or unteked a mission in the Campaign mode, you can use this 1 
option to reload that mtoion and play through it again. You will ho required a complete the 
mission's taBks. 


Single Mission - Carnage: • ... sing this opt: m allows. you ui piav thmugli ■ n that M 

boon previously unlocked in Campaign mode. Ibu muat ooraplote the mission's objectives, a:: wall 
kill all of the enemies In Uie mission. 
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Team Member Selection 

When you hegln a campaign, you'll be asked lo select a small squad or soldiore from a pool of 
■.■indldates. Tim membere of the squad will be the only soldiers available u> you for the duration of a 
.'impalgn. so koep them safe.- If one dies, you won't bo able to replace him until the loam returns to 
nese at the end of the campaign. 



Alter you reach the lt»m Member Selection screen, you'll be able u hrowse through the portfolU* of 
30 SAS membere to doclde which will join your elite group. Each candidate hse seven slats that you'll 
nood to examine: three physical attributes and four skllle. These skills can be improved by UBing 
i hem during a mission. 


Attributes: 

Health: Health determines how much damage a soldier can take before dying High health Is 
-commended for machine guimore and aub-madune gun usera, or any soldier who will be getting 
up dose and personal with the enemy, 


strength .strength determines the maximum weight a soldier .an carty. A high strength Is n-qulred 
for soldiers using heavy weapons, such as bmookas. 

Endurance: Fndursn.* determines how far and how fan a soldier can move before tanning tired 
and Heading to ekiw down. It also affoow shot accuracy.- when a noldior la tired and out of bream, lie 
lotun’l anil quite as well. All soldiers honom from a high endurance, but thla attribute is oopeninUy 
critical tor snipers. 


Skills: 

Shooting: The shooting skill determines how wwurato a aoldkir's aim Is a high sis* .ting skill meant 
that a soldier will ablo to placo show aocurataly at long range. Riflemen and snipers will require a 
high shooting skill. 

Stealth: smith dot. rmlnos how adept a aol'lior » at moving quietly and blending in with his 
surroundings. High stealth allowa a ooldler to avoid detection, or oneak up on an opponent for a 
.imam 
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first Aid: First Aid regulKee how profi-sent a soldier v. nailing his usranavi When .-.ng* 
nrai-aid puck, a soldier with « high first-aid skill will restore more health 10 a teammate than - 
with a low Qrel-ald skill. 

Look picking: Lock-puking datarmini* h- w adept a soldier is at tnarc-ng 1 <-ked doors. 

Soldier Into: Duplays a brief biography of the selected eadier. 

After you've looked over a editor ’a mats, you can use the buttons below the team window to 
manipulate your teem 

Add: Adds the sotefed soldier to your teem. fou can aleo edd a soldier by double-clicking his 
or dragging the portrait to one of the four team member windows. If you wtsb to remove a 
slier adding him to your tesm, double-dlck on his portrait in the team window. 

Automatic Selection: Clicking this button will let the game select four. Mam membere at 


Continue: When you have selected your teem. cfiok Contmuo to proceed to the Inremoiy 
where you'll select snd modlfr your soldier's equipment. 


Back: : letum to the previous s :reen. 


Inventory Selection 

Before you heed out into battlo, you'll need to outfit your team with equipment appropriate to th 
occasion. The Inventory selecuon screen will give juu a wide variety of equipment from which to 
select Items befitting each of your soldier's unique strengths. 


Hands: four soldier's prunaiy weapon goes here. 


Shoulders: A medium or heavy weapon can be placed In this clot four eokllor won't uae It unless It la 
moved to the Hands slot, however. 

Head: Hdnm or capo can be plaoed bare. 1 Mmous help defiect bulieo- that are aimed at a setter's head. 

Uniform: Rvwy aoktlor u requlral to hare a uniform before a mission can begin. 

Back: F r most mcakna. yuur sol-liars will have Backpacks -quipped in this dot. Whan your sdtor 
-quipped with a backpack. he'U have -atm uivemoiy space in which to Horn items. Pbr missions 
: hat require an aquaik: Insertion, you'll have 10 wear an aqualung dsvloo liere, which will allow you to 
: reelho uademaiar. 

Discard: This slot isn't used in pre-mission mrentoiy selection During a mission. this slot can bo 
sued to drop unwanted equipment. 

Pouobes: Freiy cokter has cprev on his boll for Items that need to be close at hand, such as extra 
ammo, grenades, or flrat-aJd. 

Backpack: If a r b equipped with a backpack, hsll be able 10 BU It with extra equipment. Items 
:acsd in a bakpack are not usable during a mission; juuH need to move them to a pouch slot or to jour 
iher'e hands befwe tfay can be used (The exception to this B rocket ammo; bazookas can be retooded 
.-.=n if then- ammo is placed in a backpack. I^namlte -an aleo be placed directly from a backpack.) Items 
.- m be moved to and firan a takpsck by openag tha mvenray screen duiing a mission. 

: ne right ade o< the screen is whsre you'll select the equipment you wish your soldiers 10 hare. If 
u hare s particular piece of equipment you wish to add to a soldier's Inrentoiy, you can either drag 
md drop Its portrait w any of the highlighted slots in that soldier's tarenlofy, or double-dlck the 
: rtralt, which will automatically more the uom to an appropriate aim, There are six different 
-lulpmentosMgortee available Bum the drop-down menu: 

Light Weapons: lilflgle-handod weapons, aucb as pistes and knives. These cannot bo fitted Win the 
shoulder slot, hut can he carried m s pouch slot or in a hackpaok. Each weapon's ammo a located 
bonaoOt the wrapon. 

Medium Weapons: two- handed weapon:.. u-:hs. .ubmachlne guns and rtflas. Th hare to be 

placed m atom a hands or shoulder skx. Kach mapon's ammo is kxaiod benoalh the woapon. 

Heavy Weapons: Assault and sp-viii purpow- weapons, such as raachlns guns and nxtai launchers. 
Lika medium weapons. Ihe* must bo plaoed in cither a funds or elioulder slot. Faoh weapon's ammo 
is tested beneath the woapon. 


Expioalvaa: Grenades, dynanuu foaigee, and minor ai- teaMd here. 
Uniforma: .An anv of uniforms and matching headgear are available tan- 
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More: Miscellaneous support Itflms, such as first-aid kits, blnoculare. and cameras are located [ 

Note that you will noi have access to much oqulpmont between missions that laKe pluoo during a 
campaign, it Is. after all. a bit tough to restock when your soldiore are In the middle of enemy 
terrltoiy. During the latter stages of a campaign, you may need lo haw your eoldlore scavenge 
equipment and ammo from fallen opponents or enemy cauhoa to avoid shortages of supplies. 

If you wish to have the computer quickly select your «obtlern' Inwntorloe, you can amply ellok t 
Recommended Selection button below the equipment panel. This will give your team a selection a 
equipment appropriate to the Upcoming campaign. (This button la replaced by the Automatic 
Replenishment button In-between campaign misalons. Clicking on Automatic Replenishment will 
restock, your ooldioro with ammo and supplies from whatever eaureoa are available.) 

If you want a little more control over a soldier's mvcmoiy, but still wish to amid mkatnianagemeRt 
can solsct equipment using the drop-down monu beneath a aoldlor’s name. This menu comalna a vsrt. 
of pre-set wmplaias for snipers, machine gunnere, riflemen, and so on; selecting one of those icmphta 
will toad the soldier out with an array of equipment to complement tho main weapon selection 


The Show Soldier Slate button will give you an Idea of what eech soldier's strengths and weakness* 
are. Use tills information to pair your soldiers up with appropriate equipment; a soldier with high, j 
B ret aid should get the bulk or your first-aid klie, (hr Instance, while a soldier with high shootingj 
should receive a rillo or aniper ride. 


The area in the lower left-hand corner of tho screen will alert you to any equipment that will bo ' 
required to complete missions in the upcoming campaign, Sxi will not be able to proceed pest tlti 
Inventoiy Selection screen unless one ot your soldiers possesses these Items, so you'll need to ma]j 
room lor them In addition to whatever specific Items a mission might require, all of your soldier* 
must possess a uniform before you begin a misston- 

Aftsr you've outfitted your loam and are ready to bag* a campaign, dick the Continue button to procoa 
ui tho pre-mission brisling Clicking Back will return you 10 tho Dorn Member Selection screen. 


Briefing / Debriefing 

When you select a mission to plqy. or resume a Campaign game from Uio main uionu. a cinematic 
detailing the mission will begin to play. This cinematic wlU outline your primary tasks for the 
mission, and givoyou a bird'B iyo vmw of tho battlefield, foil should watch ovoiy mission's briefing , 
cinematic ai Insst once; they will ofum glvDyuu rooommondmions for approach vociore and useful 
equipment. If you've watched a mission's dramatic before, you can skip It by pressing tho K 8 C lay. 



Aftor a nussion has been completed (or fallod). you'll be brought lo tho Mission Debriotlng screen. 
Tins screen will run down tho tasks that you acoompllshod, and which you fallod, os well as give you 
information rcganllngymir soldlor's stat Inoresses and promotions. Tlio four buttons beneath the 
task list allow you to Reuy tho mission. Savo and Ctontlnuo on to the next mission or campaign < 
Show the Dlaiy of your soldier, or Exit lo the Main Menu. 
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Chapter 3: Gameplay 


Interface 

n » you are out on a mission, ths mqlority «fjw»r view will be taken up with the world llsolf. 
Around thu bordere, howover, Is the inlarface. Tho Inlorfaoe glvosyou Information onyouiwlf, your 
•quad, and on the world. 



: you lave equipped a soldier rath a oompass during your lnvontoiy selection it will be displayed in 
top Iett hand comer of tho screen. 

Note: it is highly recommended that you equip all of your soldiers with this small but highly useful 
] :*« of equipment- 

la) all good compasses, It tells you which way you are going Usod In conlunction with the map, it 
;i allow you to navigate your squad through the environment There is aloo a aide-benefit to the 
mpase, It will Indicate tho direction of those enemies that have already been sighted and flash rod 
,i. the direction of any gunfire and grey If Ibotateps can bo hoard. Around the outsldo of the compass 
there will bo blue and red palms displayed, tho blue points Bhow Uie location of your team memhore 
i:iil if you have sighted any onomioo they and their direction will bo displayed us rod polnls. 

in the townr right-hand oomor is your weapon information. Tho upper-right comer of the weapon 
. . iformatlon box lists how many grenades you have. In the log part ot the box Is tho listing of how 
much ammunition remains, below which is tlio namo of your currently equipped weapon. The two 
ins at the bottom ot lids box show you pictures of UK weapon In your hands (left toon) and what 
w upon, If any, you have slung over your shoulder (rigid loon). 

The box in tho loweMnfl comer of tlio screen shows yuur current pceltton and speed. Tho figure Is in 
•ti„ name position (standing, crouching or lying down) that you ere, ami tho four arrows show how 
fw! you are moving (sac Movement, below), The stopwatch lorn will show a countdown If you haw 
l ino something that lakes a specific amount of tlino, such as sotting a timed explosive. 

Wong tho bottom of tho soroon will ho several sddlttoual boxos. representing your squad members, 
lholr namo la listed near Hie bottom, juat above tho name of tho woepon tlicy hsvn equipped. At the 
'op is thslr portrait. 
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Above the name of the soldier there will be a number of loans displayed depending on the 
slams. An ear loon indicates thai ba Is within iho dOm range to receive orders via voire oom 
An 'S' indlealas that he Is equipped with a silenced weapon or knife and a “red crow" indicates 
the soldier lias an above average first aid skill. 

lb the rigid of the portraits are litres bare. The hrm bar la your health, lidecreaaeaaaymiore 
uilured. Qnoe n paaaee the halfway' mark, it luma red, and should it disappear completely, that 
soldier will dm, 

Tha next bar is your Endurance, It decreasoa while performing strenuous activity, like running 
Jumping and replenishes naalf slowly «" you rest. Your weapon accuracy suffers if It is not (kill 
are out of breath), and you cannot sprint or jump If n is empty. 

The final bar Is an indication of how well a disguise Is holding up. When yon don an imemy 
this tar will be MU. The more time you spend In dose proximity lo enemies, the more ibis bar 
drop as Uitiy get a good look at you. When It becomes empty, you had bettor bo ready, for the 
will see you for whe you really are. dotting out of algid will allow the bar to line again, and 
to a fresh uniform will reset It, 

lb tho right of the bare are two Icons. The find indicates that soldier's fire order (hold lire, Ora 
will, etc), and the second Ins move orders (hold position, follow, ou). Soo (llmpier d for 
Information on squad oomnianils. 

Tho final bar, boluw the two loons, ahowe your stealth meter. It Is shown as a dlstama, In 
Inside which anomies wlU notice you. This number factors In a combination of sight, sound, 
motion. Some things that may affect your Btoalthmoss Include your poeture, how fast you are 
moving whether you are out of breath, and what actions (Uka firing a gun) you are taking. 

Movement 

lb move forward and back, use the movement keys (default! cursors up, down). 1b move from 
side, use tho strafo kin’s (default: cursors left, right). Tb turn while moving move your muusa 
side lo side. 


I 


Speed 

There are four movement speeds available to you while on foot, UlUHtrated by the four bitowb mi thd 
lowurleft side of the screen. Increasing or decreasing your speed (default: mouse wheel) will change 
the number of orrowe that are lit up, 

^ One arrow 

f — -] TVio arrows: A standard walk 

U — ' “1 Three arrows: Hull 

I Pour arrows: Sprint 

Moving at anything faster than a walk will cause your endurance baricdrain.causingyouio 
hard, thus affecting your aim. If your endurance bar becomes empty, you will be unable to splint. 


position 

, addition U) moving ai different rates of speed, you can hold yuureelf m different postures, tou will 
.■art most missions m s standing position. While you can move quickly this way. you also make a 
• od target. Crouchmg (default; right Ctrl) Is somewhat safer, but causes you to move slower, doing 
; nine (default: light shill) la the safest, making you hard lo spot or shoot, but crawling on jw belly 
- hardly a fast way to got anywhere. 

Swimming 

y„n may occasionally find the occasion to approach a larget from underwater using special diving 
., iiilpmont. Moving whllo undorwaler is simple - simply face the direction you want to move and use 
•he move forward kny to propel yourealf straight ahead. 

Looking around 

look around whllo in the world, simply movoyour. mouse. Tills has tho same effect as moving your 
•rad around. aUowingyou lo look to the sides, up. and down. 

Camera positions 

When yuu start a mission, you will be looking at your soldier from behind anil above. ThiB la called a 
•niid-peraoU view. Uso the oamera tay (default: C) te ewlich batmen tills and a (lrst-pereon vww, 
.1111* is you seeing through Urn ayes of your soldier. While using Borne weapons, you can use your 
ondeiy Tire kqy (Dofault: end) to enter an iron sights view This Is a first- person camera in which 
. will be looking down the alghto of your weapon. 

Interacting with objects 

blether It la a gun. a dror, a dead Nazi, or a vehicle, you will want and need lo interact with tho 
-bloele in tho world. Tb Interact with something, move elose to It and point tho'orosshalr at the 
iiijeot. If you can Interact with an ubjoct, a frame will apivar around It. along with tho ttyaot'e 
i, -one. Press the action button (default; light mouse button). A menu will appear showing a list of 
'.he things you can do with the object. What options are listed depends on the kind of Item you are 
1 lying to uso and what you have In your lnvontoiy. Use tho arrow keys to more through thu options, 
pitting the action kqy again to perform your ohoeon task. Alternately, you tan simply hit lira number 
key on the kqytoard or keypad tot corresponds with your choice. 
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Uniforms and disguises 

A soldier's life winds 10 bo a lodlous one, with long hours spent standing, watching unchanging 
hillsides for an intruder that may never show up. Soldiers, on their aldo arid ours, got tlrt<l and 
inattentive after a while, Ybu can exploit this weakness. 11 you are able to disguise youreolf as 
enemy soldier, you can muve through the enemy's held of view without arousing wo niueh 
Still there is the chant* Hint you will he discovered, hy an oversight such as a helmet worn in 
regulation manner, or an unrecognized facn. Bir this reason. It la null heat to limit the time yen 
spend umlor an euetny guard's scrutiny. 

Grenades, bullets, and knives tend to make a moaa of a uniform, and ho certain that a uniform 
oovured In blood will attract a guard's altentlonl lb acquire a disguise, thou, you must foroe an 
enemy to surrender. If you kill an enemy, the uniform will be ruined. 

It Ib lough to force an armod enemy to surrender, although there are a few thlnga that can help 
demoralize them. First off. scare thu hnloezua out them! Rmptying a clip over their tad. at 
their weapon out of ihslr hands, or almost running over them in a unit tends to put them a t 
balanoe. Shooting their commanding ofnoer leaves them feeling confused. A wounded onmny la alM 
more llkoly to surrender than a healthy one capable of lighting back, although Ms uniform will nofi 
useful for disguising yourself, as It will have blood on It. 

Once you have a uniform, make sure It Is complete: all exposed clothing and equipment must bo fl 
authentic. At the voy least, you need to make certain that your uniform, backpack, weapon. and'J 
helmet (or hat) are of enemy origin, any concealed weapons should be safe from Scrutiny- 

Weaponry 

One advantage that the 3 AS has over other unite ib our extensive training with weaponry. Unlike® 
normal troops, we receive training not just ui allied weapomy, but in the weepomy of our cncmlaiL 
well. This was one of the founding principles of the SAS - why haul In whole crates of weapons undid 
ammunition when you can just steal It from the enemy when you get there? 

The carrying and equipping of weapons 

When you chooee your gear for a mission, you will llkoly take a selection of riflon, submachine guniej 
pistols, knives, oxploslvns. and heavy woapona for your squad. ObvtoiiBly. you can't use all of theeo at 
once, tou am cany one weapon In your hand, and may liave othora slung over your shoulder er i 
stored in a pouoh or backpack. 

Ib Boloct a weapon, use the mat/prevlous weapon tegra (detkuttsi [, J). When the vraapoo 
you warn to use Is highlighted on the right aide of your screen, press the action key to 
equip n, Aluimatoly. you can go into your Invenimy screen and dreg the weapon’s loon 
imo your hands. 


Firearms 

Flraaaa are the moot common of weapons in this vnr, and run the gamut from the light German Uigur 
’o the heavy Browning Automatic Rifle Firearms are carried and equipped just like any other weapon. 


Loading your firearm 

Once you have a wwpon In hand, you will want to make sura It to loadod In tho lower- Mghi comer of 
your acreon Is a picture and tho name of your current weapon, along with two numbers (IP, 6 / 5 ). The 
firet number represents how many rounds lire currently in your weapon. The aeoond number is the 
number or spare mogazlnos or dlf* you have to reload Hut weapon with. Whenever you feel the need, 
reload tho weapon with the retold key (default: enter). If the weapon Is not completely amply, the 
initially full magazine or dip to retained, and It la Msumed that you will t» combining partial 
magazines between nrellghto. What this moans Is that If you have [h® magazlnoe that hold twenty 
rounds each, you fire ten rounds and then reload, yuu will still liave Dvu msgazlnia - hut the last one 
will only have ton rounds toft in It. Keep track of this. Soldiers haw died when they oonlktonUy 
grabbed that last magazine 10 attack tlioee three Germans, only to Ibid It had Just two bullets left in III 

Noto that some weapons cannot be reloaded until tiny are completely empty. 



Aiming and shooting your firearm 

Firing a gun Is easy. You pull the trigger (default: left mouse button). That's ft. It Is hitting wltat 
you want to hit that to the challenge. In either third- or Dnt-pereon camera mode, you will see a 
.TOsehair of four lines In the centre of your screen. The area Inside thoee lines Is a general 
approximation or where your bullets will go when you pull the trigger. If you are moving, tho Unse 
get further apart. If you crouoh or be down, titty got closer together. 

Noto that tho lines never get vwjr doeo together. There is a reason for that. If you can look down 
and see tho weapon Bitting there in your hand, you are obviously not aiming III Only to omurgoncios 
and cowboy movies Is shooting from the hip a good Idas. Tb aim your firearm, press tho secondary 
lire button (default: end), ftu will now be looking down the top of tba barrel and through tho 
weapon's sights, or, If tho weapon naa optics, you wUl be looking through Its scope 

Now your bullets will go, more or less, where you point yuur gun . Be sure to pay attention to the 
small amount of bob anil sway caused ty ynur breathing - at a long range. It can be enough to cau» 
you to miss a target. Tills efft*l is Intensified If you have boon exerting yourself by running or 
sprinting If yen stonily yourself by crouching or lying down, you can decroeso this effect 

Knives 

Knives are not the moat effective ol weapons ogalnBt an opponent tliat knows you're there, especially 
when those opponents are typically armed with guns. Against an unaware opponent that you attack 
from behind, howovur. It to extremely effective. SUnply equip » knife and attack 10 stall at an 
opponent. Attacking an unaware opponent from the rear will quickly and Bllsntly dispatch them. 
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Explosives 

Ouna are moe, but thay aren't nil that eflteuve against a heavy iron power generator, and 
at a lime is a dangerous way to take out a room full of Germans. Thankfully you tore 
few exploalrea to mate your We easier - and more destructive. 




the 


Grenades 

Grenades are small amount* ol explosive in a hani metal casing When a grenade explodes, the 
meial casing breaks apart, scattering shrapnel ui all directions Tb use a grenade, equip it Ute any 
other weapon, either with the next-previous weapon button, or through your inventor/ Onoe it » 
equipped. proas fire w throw n - the longer you hold the button down, the further your throw wU 
be. Use the seoondaty fire key to giro it a lighter, underhand tose. 


Dynamite 


When you want to do the maximum amount of damage with the least amount of effort, r 
good, old-fashioned TNT A few sucks of dynamite with a Umar attached oan scire al! kinds of 
problems. Dynamite is used for specific mission objectives. When you reach these o 
will nee a red outhno in the shape of a bundle of dynamite. Walk up to the outline and use the wdjfl 
kif,' to Uneract wiUi It lo place tho charge. This la not an instantaneous pnxxw, so you may Mrs ltl| 
bo certain that no Germans wander into the room looking for a cigarette 



Mines 


Mine!' are hidden booby-unpe that are laid on the ground Tor unsuspecting manual to step on or -htjfl 
oven usually witli explosive reaults. Th place a mine, equip it as your active weapon, more to the spetj 
you want the mine to bo set, and press the Ore key It takes a few seconds tola)' a mine, so be areteT 


■feu can disarm and ret owe mines by getting ckae and mteracung with the hidden mine. Just l 
carelhl where you step. 


Vehicles 


boots, you will begin lo see the benefits of parking jour rump in a vehicle - not to manikin the 
benefits of having a sheet of steel between you and the enemyl 


Driving land vehicles 

Tb drive a land-based vehicle, walk up to 11 and interact with It fuse the acuon kqy). Ybuwillbi 
a choice of which vehicle station you want to be in (driver. gunner, etc). IT you choose a (rattlo 
tell your squad to fellow you. they will lake up the remaining vacant positions While m a rehk 
you can again uive the action button to switch between various potations. 


. 


Tb drive, use the same controls that you use lo move around the world. The forward and tack k* 
more the vehicle forwards and in reverse, and the strafe lays turn the vehicle left and tight. Tbi 
hand brake kqy (default: space) stops the vehicle. 
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Chapter 4: Controlling the Squad 


.citsn jimmimkaUon between your 3quad members la critical In a combat situation. This chapter 
'nls all of tho communication options available to you, hum silent hand signals, to military code 
can be shouted to a fnend who's out of sight. ftu'll slao learn about the lacutal combat map. 

• -re you'll be able to eonrdlnale all of your squad members’ movements and actions. 

Dynamic Squad Management 

..an only oonlrot ons soldier at a tuna. To qycfc activo control between your soldlero, press the TAB 

• or hold the Right Shift kay while pressing TAB to cycle ihrough them backwards lb switch 

• ■ -Hy to a soldier, pres* the number key corespondlng to Ills position In the soldier dloplqyu "long 

bottom of your town: 1 to switch lo the leftmost soldier. 2 for the second soldier, and so on. 

' ,’ju want to iBsuo commands to your team members without oonirolllng them directly, you’ll nood 
use tho command menu situated on your keyboard s number pad. Before you issue a command, 
oil need to select a unit lo issue the command to. 



• NumpadO: 

All nearby frondtv urnia 

• Numpadl 

Soldier * 1 

• Numpad2: 

Soldier #2 

• NumpadS 

Soldier #3 

• NumpadA: 

Soldier #A 

• NumpadS: 

Proudly Unit #b 

• NumpadS. 

Friendly Unit #0 


. r you've chosen your target unit, you'll be able to Issue a number of commands via two-button 
lea. Commands that are similar to one another are grouped together in categories. Once you're 
ked a commaml cat on the number pad. you'll be offered a list of commands lo Issue. 


ommanefe 

; 

I 2 Attack 

3 

,4 Sasnt movsmsnt 

5 SMM attack 

6 -.«•< KtCr 

7 Fotroabon 

» 

9 . - »,ro: n 

0 Cancat | 

'fcu nvay pick up extra team mantas* 
isw proOls tab. These team members a 
■ nem commands to teB them what to A 


mng the course of the game, who will be represents 
ns available for your direct control: you'U need to Is 


Ova 
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Command Group 1: Movement 

This command group will have your active soldier yelling out a movement command » all sher 
within hairing range. If a sokliar is within hearing range. Ids picture on his profile iae willuim Wl 
B nemy soldlere within hearing range will be alerted u> jour presence when you jell, but this a the 
my to communicate with .your ttommates when theff don't haw a direct lir.sof-sight to you. 

Numpad 1: Follow Me 

Vbur soldiers will follow you In the formation you've selected for them. (See Command Group 7.) . 

Numpad 2; Advance 

When you Issue this command to a BOldler, he'll begin walking in the direction that you're cure* 
facing. This is usoful when you want a teammate to engage an enemy wlio is Just out of range. ’ 

Numpad 3: Move There 

When this command is laeued the soldier will move to the toatton thit your croeshair Is cunw 
pointing towards, Ihla can be need to position your soldlere with more accuracy than Just issulr* 
advance command. 

Numpad 4: Halt 

Your soldlere will immediately stop foUowtng oidere that day are currently ob^mg. if you wafit< , 
leave them behind while you scout ahead, you may want to manually move them Into a pcsitloa 
where they can lend you cover fire, if the need arises, but they will also ream independently to the' 
enemy changing posture and direction. 

Numpad 5: Hold Position 

This command will Instruct your teammates to atop immediately In their current posture and 
directional facing This Is handy when you're attempting to take oorer Inside a budding or any otl» 
defensible area, 

Numpad 6: Take Cover 

If you are axpeotlng an attack from the enemy or plan to set an ambush this command will instn* 
your toammatoe to take to up a position of cover m the direction you are facing to prepare for anal 

Command Group 2: Attack 

This command greup controls how your computer- controlled taunmatw react when they have die 
opportunity to attack. Yfaull probably want to Issue these commands individually, depending oo the 
weapons your teammates are using.- you don't want a submachfMgunnar to be firing at will at a f 
target 200 meters away, for instance. 

Numpad 1: Fire At Will 

Any soldier, as soon as he spots an enemy or Is fired upon, will open fire. 

Numpad 2: Hold Ybur Fire 

Ybur soldiers will not return firs or open fire of their own volition. 
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Numpad 3: Fire On My Lead 

.r teammates will wall for jot to fire the first shot before firing on tha enemy or returning fire. This 
rung is Ideal for situations when you're leading jrair entire team: note that this older will change to 
rire At Will if your team conies under attack so thatthiy defend theraselw*. 

Numpad 4: Cover Fire 

,r teammate* will fire off rounds at random, causing all nearby enemies to duck for cover. Useful 
■ r crossing exposed areas, but make sure you switch your soldiers back to another setting onoe you 
- t « your destination, because your teammates win bo consuming ammo quite rapidly. 

Numpad B: Throw Grenade 

: -tructo your teammaiea to use grenades 

Numpad 6: Use RPG 

you have a teammate with some form of rocket launcher, such as a Bazooka or a Fanzorfaust, you 
■an use this command to instruct him to fire it, 

Command Group 3: Action 

group differs tan the rest In that the actions contohied within are contextual, meaning that 
,-y differ based on what the sAtor you're controlling Is targeting Rir Instance, if you target an 
-.any corpse, you can instruct one of your toammatos to switch uniforms with the body, or pick n 
for lator disposal; if your soldier is taigeung a door, you can tell another soldier to enter it and 
v out the room bqycnd; and If you target an mlured teammate, you can command another 
• amdBte to heal jour wounded Mend. Tiy using this command on various Items In the game world 
explore Its functionality on a tsse-ly-case basis. 

Command Group 4: Silent Movement 

•Vhan you wish to Issue commands to your team members without alerting nearty enemies, you can 
..- hand signals via the Silent Movement command group. The commands are analogous to those of 
■ - regular Movement oramand group, except that they'll be silent. Note that your toammates must 
.mb a direct Une of sight to ths soldier to pick up tm these commands, although they raw heal' your 
Idler whisper if Ihqy're close enough. If your team members are underwator, you'll bo required to 
use hand slgnalB to communlcato. 

Numpad 1: Follow Mo 

'four soldlere will follow you m the formation you're sotected for them. (See Command Group 7.) 

Numpad 2: Advance 

When you issue this command to a soldier, hell begin walking in the direction that you're currently 
S ing This * useful when you want a teammato to engage an enemy who is just out of range. 



Numpad 3: Move There 

,Vhen this command Is usual the soldier will movB to the location that jour crosshair If currently 
:. .citing towards, this can be used to position your Midlers with more accuraqy than just Issuing the 
trance command. 
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Numpad 4: Hall 

four soldiers will immediately slop following oidera that they are currently obeying. If you want n, 
leave them betUnd white you scout ahead, you may want u> manually movo tham into a position - 
whore they 'an land you cover fire, If the need arises. but they will also react independently to tha 
onemy changing poetnre and direction. 

Numpad B: Hold Position 

This command will instruct your teammates to Btop immediately in their current posture and 
directional facing This is handy when you're attempting to take cover inside a building or any o 
defensible area. 

Numpad 6: Take Cover 

If you are expecting an attack from the onemy or plan to sut an ambush tins command will uu 
your teammates to take to up a position of ower In Urn direction you are lacing to prepare for s 

ma under unexpected firing, hluing this oommand will instruct your soldlera to find a hiding spakfl 

Command Group 6: Silent Attack 

As with 8U«U Movement, Hilo group Issues attack orders to your teaminaws without upping off your 
onemlss that your loam Is nearby, only soldiers equipped with silent weapons will attack the I 

Numpad 1: Pi re At Will 

Any soldier, as soon as he spots an enemy or is fired upon, will open fire. 

Numpad 2: Hold four Fire 

four eoldlora will not return fire or open lire of their own volition. 

Numpad 3: Fire On My Load 

four teammates will wait for you to fire tho first shot before firing on the enemy or returning lire, j 
This setting Is Ideal for situations when you're leading your entire team: now that this order will 
change to Fire At Will If your loam comoa under attack so that thqy defend themselves. 

Command Group 6: Silent Action 

This command la the same as Action, except that your instructions will bo non-verbal. 

Command Group 7: Formation 

four teammates MU. hy default, group themselves together lu a formation unless you manually a 
them up. This command group governs the type of formation they create, aa well as how cIobs 
together tlu^ stay. 

Numpad 1: Point Formation 

Tills Is tho default formation, four teammates will fan out behind you in a V-shaped formation. 


Numpad 2: Line formation 

ur teammates will spread out on cither side of the soldier issuing the command. This Is best used 
; non you are sure you won’t be flanked hy the enemy- 

Numpad 3: Column formation 

,ur soldiers form a column, with the eoldier you oommand at the head. This Is best UBed whon 
, u 're attempting to flank your enemies, or whon you suspect they might ho attempting to flank you. 

Numpad 4: Tighten formation 

Your teammates will eliok ugather more closely In their formation. 

Numpad 6: Widen formation 

Your teammates will spread out from their formation. 


Numpad 0: Regroup 

your Bokhara have become eeparated, use this oommand to reform the 


sat selected formation 


Command Group 8: Tactical Mode 

mis group of commands relates to eoldlora who are currently engaged In completing ordora Maued to 
;i,. m m ihciical Mode. The soldier Issuing those commands will need to be under your direct controL 

Numpad 1: Signal 1 
Numpad 2: Signal 2 

heaa commands are used to execute soldiers otdora In real time that hem been iBsued to soldiers In 
■ ! , tactical map after the wall tor signal 1 or wall for signal 2 commando liave been placed. 

Numpad 3: Hold 

: atget soldier or soldiers will pauso thou- enactment of any commands laaued to thorn in Tactical 
• lode, and stand still until you Issue another command. 

Numpad 4: Continue 

I youhip ordered a teammate w Hold on his enactment of his Tkctloal Mode commands, this ardor 
Mil have him resumo those orders. 

Numpad 6: Cancel Orders 

An 'itatioal Mode orders for targeted teammates are cancelled. Targeted teammates will atop at their 
currant location. 

Numpad 6: Back To formation 

Hite command cancels all Ttetlcal Modn orders for tho targeted soldiers, and outers them to regroup 
•sw the active sokllcr In tho default formation. This must also be used once tactical orders have 
been completed, in order for them to return to being able to be controlled via mice commands. A 
bield icon next to the soldier's portrait 'Mil Indicate if he Is sun In tactical mode. 
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Command Group 9: Call Support 

'fau can call far support only during multiplayer games and the appropriate plot* of equipment i 
(radio) muat bo equipped. 

Numpad 1: Call Airstrike 

Calls an alretrllte down upon your enemies. 

Numpad 2: Call Artillery 

'Hus ooinmand summons a long-distant# artillery strike upon the targeted area of the map. 

Tactical Squad Management 

If you wish to issue multiple commands to different soldiers simultaneously, you can uee Hidden d 
Dangerous 2's tactical mala The Space key will create a lactical modo overlay on top of the garoo’i 
normal Interface when you prose it during a mission. Tactical mode pauses the game and allows yi 
to split up yuur u-am without having to control each squad membor manually. The tactical mode I 
not available in all of the mlsalone. 


I. 




Tho Heat thing you’ll notice when you open the lactical modo is that your viewpoint Is disengaged -■ 
from your soldiers; you'll bo able to move your viewpoint freely about the level, though you'll only 1» 
able to ecn some features, like enemy soldiers and vehicles, if one of your soldlere 1 b within sight of 
them. While In tactical modo, you can use the following kqys w manipulate your view and Interact " 
with the world; 

• Left-click: Click un Hie ground and drag to move your viewpoint. Doublo-ollck on the ground to 7 
automatlcall)' mow your viewpoint, to that location. Click on a soldier to switch to him. Left-click 
on a w«ypolnt and drag to move waypoint. 

• Rlght-ollok: Right-click to eel a woypolnt when you have a soldier selected. Bight-click on a 
waypoint to delete it. Right-click on a soldier or Item to bring up the Action menu, which offers 
you a variety of actions based on the item you're olioking on. 
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• Up Arrow; Move viewpoint forward. 

• Back Arrow; Move viewpoint backwards. 

• Lon Arrow: Mow viewpoint to the left. 

• Right Arrow; Move viewpoint to the right. 

• Pageup; Raise your viewpoint off the ground. 

• Pagsdown: lower jour viewpoint toward the ground. Scrolling your mousewheel (if you have one) 
will also raise and lower your viewpoint 

• Numpad2: Till your viewpoint down. 

• NurapaiM: Relate your vww|»mi tulhv 1- f'. . 

• NumpadS: Rotate your vlewi* -mi o the right. 

• NumpadS. lilt your viewpoint up. 

• Pressing down and holding tho middle mouse button i / you havu on - will ak» allow you to till 
and rotate the camera. 

In addition id the interface differences, you'll notice that some otyecu hi tho gamo are surrounded hy 
■oloured boxes. 

• Bluo Box: bkUostM your currently eotocted soldier. 

• Whits Box: Indlcatse that an Item or person can bo right-clicked to open an Action menu. 

• Rod Box: indicotea that a aluiraoier Is hostile and Uiat your currently sc looted soldier has a linn 
of sight towards that character. If your soldier Is in Aggressive mode, ho will attempt to fire at die 
hostile target. 

• Green Box; Indicates the soldlor that you will into control of when you exit tho tactical map. 

Now that we’ve covered the basics of the tactical mode Interface, let's discuaa what you can do with 
it. Tho primaiy functionality of tho tactical mode is to sot up waypomte far a soldier. When you set up 
waypoints, you are telling your soldKrr to run to a spot on die map. then proceed to another spot, and 
so on. Tho important thing Ib that you oan ohauge the way your soldier behaves between each 
waypoint. For instance. If you want to mot# a soldier across an exposed gap between two buildings, 
you can tell him w crawl silently until ho reaches the corridor, sprint across the gap at Ml speed, 
then have him hold hlB position and look out far onemles while your other soldiers repeatthe action. 
All of this will be performed automatically, and, most Importantly, all of It can be performed 
imultaneously alongside actions you’ve Instructed your other soldiers to perform. 
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The most taj»' action you 'an perform in tactical inoilo u setting s wgypoUtt for your soldi® If you 3 
enter tactical mode, set a waypoint, then exit tactical mode, the soldier Will move from where he was 
to the waypoint without requiring any manual control, fou can string together waypoints to’ 
successive right-clicks along the path you wish him to run. In-between each waypoint, i)o'vever,yqflB 
can change Wb bohavkiur by using the huttona along ihe lop of your soldiers' profile tabs There ara « 
seven groups of options to choose from. 


Stand: Von: soldier will walk to iho next waypoint while standing straight up. 


Kneel: Your soldier will creep to the next waypoint while cnnuihlng 


Lie: four soldier will crawl to the ne.xi waypoint while fving prono. 


Motion 


Sprint: Your .- n tier will run at full speed i ■■■■wards Urn next waypoint. If your soldier rum out of 
stamina white In transit, ha will revert to running As in manual movement, this option te only 
available If your soldier Is standing erect. 


Bun: tour .iii'ia r will move swiftly to the next waypoint. 


Walk: 'four - Idler will move at a normal pai « to the next waypalnl 


Silent Walk: 'four a Idler will move slowly, mil silently, towards the next waypoint 


Mind 



Aggressive: four soldier will lire upon any ncetite Wg-d tied aim-.- into his field ofvls:uu 



Defensive: Yhur soldier will only fire when fired upun. 



Passive: four soldier will not flro Ills weapon, fou should only use this sating If you're fairly sun* Dial 
y.nir soldier won't bo earn, or If you want to sprint from ono location to another without slopping 


Signals 

a 

signals 1 

a 

Signals 2 

these commands are used to co-ordinate more proytee manoeuvres by your soliUere combining 
metical and real-time modes. Alter Issuing a ant o( waypoint commantls a wait signal can bo eel and 
■lion furthar waypoints sot. When returning to real-time the soldiers will cany out the Oral set ot 
inters and then hold position until the signal 1 or 2 command te givon tram tho action menu. 

Regroup 

This command should he used at the ond of issuing lacucal orders In order for them te return to 
being able to be controlled via voice oomraands. A shield loon next to the eoldlar'n portrait will 
indicate It he Is etlll In taotltal mode. 


Delete 



Delete Command: I the last waypoint that was issued to this soldier. You an also delete 
waypolnw by rlght-alloklng on them. 



Delete All: Deletes all of the wsypolntfi dial have been laid out for the currently f leered e ildier. 





Options 

E2 

Realtime: If you activate the realtime setting, all soldiers will begin moving through their t 
while the tactical mode Interface Is still on your screen, tou will be able to set new waypolnta and 
perform the other ftinctions available In tactical mode, and your soldiers will begin following your 
urtlora Immediately. 

□ 

Options: Displays the game options menu. 

Now that juu know wltat all iho buttons do, It’s umo U) Irani precise^ liow to set waypolnte for your sot 

lot's return to the example above, of the soldier needing to sprint past a dangerous corrldcr. Afar j| 
you open the tactical mode interface, left-click on the soldier you want lo send scroes the passage; » 
He'll be framed by a blue box. On the lactioal mode toolbar, select a Crouch pose, and the Silent Walk 
movement style, then right-click on a spot near the corridor. After the first vraypoim is placed, yuu'll 
see a blue line extending fromyuur soldier W the waypoint. Title lute lets you know the paih Urn the 
soldier will walk to gin to the waypoint; sometimes lm'11 need to walk around obstaolos, and the jvjtli 
will be curved. 

Onoa you have your first waypoint planed, you ton prepare to place the second one, on the tar 0 
the corridor. Switch tho Fuse mode to have your soldier Stand, then change the Motion lo Spn 
may also want 10 change his Mind wilting lo Passive, so that ho ignores any incoming Ore and fj 
hla next waypoint without slowing down. Rlght-ollnk agnln on tho far side of the corridor, and 
another waypoint will appear, with another blue lino connecting It to tho first waypoint. 

If you want your soldier to cover tho advance of your remaining troops, you'll need lo get him inK 
appropriate pottture and olortnoss. Sot up a final waypoint near the eecond waypoint, with your 
soldlor sol to Crouch or Ue, and with a Mind sotting of Aggresslvo. With thsee Bettings, your s 
will are upon any onondos that may have followed him as ho crossed tho corridor. 

When you're ready to send your soldier on his way, do-actlvate lactioal mode or enable the realtime 
toggle on tho tactical modo taskbar. Ho will begin following the path to the first waypoint, then s 
across the corridor, then lake up his defensive position. If you've exited tactical mode, It's Iniporui 
to attempt to manually oontrcl the soldier unless it'a critical: doing so will erase all of Ida v 

Once a soldier has reached his final waypoint, he will aummaticsily enter Guard modo. In this r 
he will retain the Pose and Mind settings of the final waypoint, blit will not respond to vorbal 
commands or band signals from oilier soldiers. In order lo exit Guard modo, 6wltnh the soldier to 
manual control and movB him toward a few steps or Issue tho Back w Fbmiatlon voice command, 
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Chapter 5: Multiplayer 


Multiplayer Games 

IAN gamee are multiplayer games played over a lncal Aroa Network (IAN). A IAN is two or morn 
computers connected directly to osch other, such as computers In your home or office network 

Internet games are Juot that - gamee played over the Internet with other people. 

Click on the Multiplayer Oame - IAN or Multiplayer Qamo - internet menu option to bring up the 
appropriate server browser and configuration options. Tho acreena and options are, for the moat 
part, identical for both IAN and Internet games. 

Creating a Game 

liefore anybody oan Join a game, one computer must create a server. A server la tho machine that 
aoiually runs the game, to which other computers connect, lb create a server, dick on tho Create 
Server button. Tho Boroen Is identical whetboryou are creating a IAN or Internet server. 



Enter a name lor your server In the 'Host Name' box. and then ohouse your gamoplny mode In the 
box below. Ubb checkmarks to choose which maps you wleh to play on m the list on the loft eldo of 
the screen. On the right aids of the ecreen are more options: 


31 



Server Intomot 


Dodlcaled Senior 


If this 18 an Internet server. check this box. Fbr IAN games, 1 
leave It unchecked. I 

Check this box to make a dedicated eerver. Dedicated eorvers are 
taster. but cannot be played on from the Bama computer. 


Maximum Number of Playore 8uta the maximum number of players allowed m the - game. 

Point limit In some gamos, thu determines how many klllB (panta) i 

made to win a round. 


Bound Time Limit 


Preparation Time (8] 


Respawn Time [8] 


Spawn Protection 


Inverse Damage 


Friendly Fire 


How long, in minutes, each round lasts § 

Mow many rounds will bo fought before changing raapo 

- 

How long in seconds, playore haw. to seiait their gw prlbrto ^ 
beginning the game. 

How long (In Beoonds) a player las to wait to respawn after 
having b een Killed. ' J 

How long (in seconds) a player Is Invincible efter respaw 


Wtion a player telures a teammate, this number Is a p 
of damage that the offending player receives back. 


Tills determines whether players can liarm members of their 
own team 


Automatic Team Balance 


Allow 3rd-Person View 


Select this option to amomaucally assign players to teams to 
keep them balanced. 


If chocked, players can play in first- or third-person views. If 
unchookix]. they are limited to the (Irst-person Mow only « 


If you enter a password inlo this space, ail players will bo 
prompted for ll. before bolig able to Join the server j 


If needed, this will allow you to spools what network port the 
game will uae. 




Now that not all options are available for all gatueplay modos. 


32 


joining a Game 

..join a game that has already been creatod on a different computer, click on the Multiplayer dame 
IAN or Muluplayur (lame - Internet menu option to bring up tho servor broweer. look for the 
,-ame that you wish to Join in tho upper portion or the onreon. lb Join a game, Juel dick on Join 
,iuno. Tlio other options are detailed below. 




Update List Reslore List deals the list of e -rvera and gets a newer, up-toilate list 

from Oajnespy or servers on a LAN. 


Refresh List 

This option refreshes the game Information for all the servers In tho 
list, such as ping and number of plavers. 

Enter Server IP 

This option allows you lo Join a speciflc game If you know the server's 
IP address. 

Server Filter 

Clicking on this option allows you to force the browser to display only 
games that moet certain conditions, such as a particular play slyte. a 


maximum ping, etc. 

Join Game 

Joins the game you have selected. 

Create Server 

Tins allows you te oreato a new server as detailed in 'Creating a 
Uamo.' 


Game Info 


Click on tills option to display mots detallwl Information about the 
game you have sdeoted, 




Multiplayer Modes 


Selecting your soldier and spawn point 

Once you have Joined a game, you will be presented vnth a soldier selection screen. Choose your 
soldier on the right, using the same roster and suuistlos as the single-player game. On the left « 
choose your team and select your mvemoty. 


Hidden & Dangerous 2 Objectives 

. >wr tf* twUolleld as ellhar an Aids or Allied soldier. Each side has objecuvts that must be completed 
win Be rareful though -tax* you d». you are out for the reel of the match. In addition to meeting 
v-.tiws. If one ads completely dummies their opponent, thqy achieve a vunoiy- 


Deathmatch 

■ n tr.wyone for themsehw in this mass oombaL Mm have no allies, and everyone you meet will he 
i to toil you. Whoever has lolled the most when the round ends. wins. Alwmauily, you can win if 
. -radi a Oman number rf tails (the •frtgUmiC i before anyone elas 


Occupation 

. n either the Axis or the Alllee on the from lines of the war. Wju will be placed on a battlollcld 
. : raining a number of strategic points marked with flags. Each fisg that your side holds ( marked 
r. the map with your side's symbol ) can be usod ss a spawn point. 

goal Is to capture all of the flags, while preventing your opponent from capturing yours. To 
ip-.ure a flag move near It If there are no enemy troope nearby, a progress bar win appear 
• owtng how long It win lake before the Sag 15 captured. If you leave the area before the flag is 
-spoiled, the progress bar win be reset. Additional sokllere on your side that are nearby will 
reese the speed of the capture. Flags with no symbol are neutral; nobody owns them, and nobody 

spawn at them. If the flag you are capturing is under enemy control, it vnU turn to neutral 
;rlen the progress bar is half fidl. Hus means that It takes twice as long in capture an enemy-held 
'*g as it does to capture a neutral one. 


Beware - some games limit how tong you hare to chooee your Inratoy. lb speed things up, '.here ^ 
are several common sets of gear that can be selected from the drop-down menu si the (op. Mm am 
add additional presets by dragging and dropping tho gear you -want mlo your Inventory, and then U 
clicking on Save Preset, Mm can also change the name of a preset by clicking on Rename [Mesa. .lilt 
Accept when you're done. 

Depending on the mode of play, you will now either enter the guns or be presented -with a map. The 
map will list your objectives and have a number of circles marked ss either Ams or Allied. These J 
circles are called 'spawn points,' and are where you will enter the b&tUefteld. Should you be killed, | 
your chosen spawn point is where you will re-enter the game when the relnfonwnent timer runs J 
down. Hick on the spawn point you want to start at. and you will enter the game. Mm can clangs I 
your spawn point while In game by clicking on a new one or, the map. Good luck, soldier! 


Playing Hidden & Dangerous 2 With Gamespy Arcade 

i lay Hidden 9 Dangerous 2 over the Internet via Oameapy Arcade, you should select the option 
ven the start menu ProgramsMDuslon Softworks\ Hidden 9 Dangerous 2\Ptsy Hidden AT Dangerous 
inline with Oamesfy Arcade. 


Advanced Multiplayer Commands 

These are intended for advanced uaere only, please refer to the readme which can be viewed from the 
gait menu Program* JUusKm Softworksl Hidden 9 Dangerous 2\Raadina.oct 





Appendix 1: Tactics 


Introduction 

Uswn up soldier! fou might have Just passed through the most rigorous mllitaty training program j 
in the world, and you may have the beet weapomy that Allied fluaorten can produce, but all ol that \ 
won't mean much when you find an enemy eoldlor m your sights lor the first time. *11 have a lot of 
potential, but there's no way to predict what a man will do In his fat eomhai situation. 

Unfortunately, the fat mistake you make will usually be your last. 

Hopefully, the following tactics will help make sure you don’t make Uiai tot mistake. In thorny, 
taking this advice will help you conquer your enemies and ooiuplete your otyoctlvea, but when t 
bullets start Hying thsoiy is usually the fat thing that gola shot down. Be smart, and aqiust to tin 
clrcumslaiices paitlcular to aaoh of your missions. 

Long-Range Exterior Combat 

Rklonor combat Is combat that lakes place In open counity. Outdoors onrnbal will usually give y 
uvim the oloment of surprise, allowing you to perforin reconnaissance and long-rango scouting l) 
finally deciding where to mako your move, long-rango fighung revolves around the use of rules,, 1 
either of the boh-aetlon rartely (scoped and unsoopod), nr automatics, auuh as the M 1 Uarand. \ 
you do dooido to Inlllato combat, though, your gunfire will almost always prompt any rifl'-wicldlng^ 
enemies to return fire, so be sure to provide your follow soldiers with oovor. 


Movement 

Moving aiiroea open ground Is risky at host, and often downright dangerous. As a commando, 
however, you've been spoolally named Ui stealth movomont. so you'll usually lie able m spot your i 
enemy and drop him before lie's aware of your presence. Oncoyou get a few missions under your j 
bolt, you'll have a pretty good Idea of Just how far those Axis soldiers can Bee. 

Upright, standing movement is the quickest form of walking, ten also gives your enemies a lergn 
target to shoot at. As such, it's recommended only when the enemy Is unaware of your present*, or if 
you desperately need to move to avoid incoming fire. If you're upright, you '*11 spruit to evade lire, I 
but you've got a 30 kilo load on your back, so don't expect to run too for before you got tired out. J 


Crouched movement Is the heel combination of mobility and safely when moving while exposed to 
enemy fire. Kneeling allows you to move at a docent pace, while reducing your profile so that enema*. . 
will be less llkoly to actually lilt you. 

A prone stem* la best when you're engaged In activities that forooyou to remain still, such as a long- i 
range sniper ahootout. ftn offer a greatly reduced targa area lo enemies, while retaining most of your ‘ 
shooting functionality, tying prone is only recommended if you me sure.- ttoi there are no enemioa HI v 
jour immediate vicinity-, your lateral aiming capabilities are greatly reduced while you are prone, 
allowing enemies to rather easily approach you from behind or the side and qulokly eliminate you.' 4 
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Firing 

: ring on an enemy will elicit various responses, depending on the weapon uood and the 
n-eranmant. In an open environment wtiere sound carries easily, the use of any kind of non-sllonoed 
weapon will likely alert all nearby enemies; in a dense jungle where rain is constantly falling, enonty 
: - idlers are lees bkoly to hear gunshots. 




Sniper rifles; Sniping from a dlctar. is the safest anil most effective means of killing Individual 
- -ogata and weakemng your enemy's mam troop concentration. Since Bmpers havo tho advantage of 
,*nrerful scope, you should bo able to see enemies well before being spoiled yourself, so take the 
xtra time to gel Into a safe, covered epot before opening fa. A anipor shot to tlie head or body 
isualty results In an Inslant death, although headahota can eometlmee glance off a target's helmet, 
see the Dictlcs aastlon belmv lor more Info on sniping 


Rifles; Unsoopod rifles are useful at medium range, due to ihnlr excellent n:-uracy and high calibre 
lt-acuon rlfins are usually second In aocunuy only to sniper rlflM, while seml-automailca are (air 
-iiots themeelves. 

submachine guns: Suhiiiachun- guns are wholly unsuitable for w»- rang' - n.lat, do- 10 Uieir 
- .ailvely low-calibre rounds, and choir uncontrollable spread of bullot*. 

Automatlo rifles and machine guns; Automate rifles, such v the BAH, |- a potent mixture -I 

allbro and raw of fire. They are often tho least accurate weapons your loam will cany, however, 
which makes them more likely to scare opponents than kill thorn whan firing from long range. 

Pistols; If you're using a pistol at long range, than something is seriously wrong Hither scavenge a 
: liter weapon from a corpse, or hide and wall for jvur opponents to come to you. 


Tactics 

Advanced sniping; 

I'nlptng begins with positioning. Ideally, you should expose as little of your body to your enemy before 
taking down your firm target, in most situations, this will involve lying prone on a hill or a similar 
. mdscape feature so that only your head and your rlfio are visible to your onemy, but on occasion, 
;,-,,u might find youraelf kneeling or even standing to fa out of a wimlow. 
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The Ural thing you'll notice when you uy to use a sniper rifle ib the slight movement of the 
reticule when you're attempting to target an onemy at long range. Thu movement W known as 
•scope drift", and la perfectly natural: you're not a machine, oAor all, and your hands are going to 
move a bit, which will affect jour aim. The scope drift will thankfully be excluelvo to the vortical 
With practice, you should be able to counteract drift ty moving your rifle up and down In the o 
direction of the drift. 


Assuming you’ve kept a safe distance between yourself and the enemy, concentrate on opposing 
riflemen first, ae they are most likely to actually hit you. Enemy snipers are especially uvuibleeoin*, . 
but at long distance, it's often dldtailt lo dlutlnguuh between rWomon with scopes and thoso with 
oirllnaiy firearms. In many situations, the nflcman with the high ground can bo considered a likely 
sniper, and should bo taken out first. 


Operators of machine-gun emplacements and pillbox turrets should como next; though their , 
weapons an not vwy accurate, their rale of fire, gives them a good chance of hitting you uvemtmHy 
After those opponents are eliminated, snonty inachme gunnere and submachine gun users sliould 


Snlpore are deadly at king range, but are outmatched at medium and short-range combat, for this 
reason, you should assign one of your soldiers with an automatic weapon to guard you while you're 
sniping, smoo your first shot will oflon bring downs wave of enemy infantry on your head. . j 


Combat near Buildings 

Many of your missions will require you lo fight ui and around buildings. Theec structures add a new 
dynamic to the battlefield, In that yuu often won't eee enemies until you’re voty cloao to thorn, and 
that your enemies are not above placing Bnlpers and machine gun emplacomonta Inside or on top of 
buildings. 8lrau«les that work woll In open Roltls begm lo break down after tins new laetloal olemanl 
Is addod to the mix; you'll need to adapt your battle plan and proceed cautiously when appreedting ■ - 
struenires, whllo croillng new battle taotlos, auoh as ainhiishes and UBlng gunshots to lure enemW 
into kill nones. 


Movement 

As with long-rango combat, crouching Is the best form of movomont for combat near buildings. . ' 
Walking Is quick, but since you'll be engaging the enemy at dose range, you'll need to be much more 
careful about the target you presont. lying prone is advisable whim your team la pinned down in an 
exposed area; Just be sure that no sudden movnments are required on your part, 


*1 


Sniper rifles: .-rdplng, while not quite is useful as hi open j unay, la still critical when fighting 
ground structures. If only to combat enemy rtnamen who will attempt to pin you down from a 
balance. Snipers arc also useful for reconnaissance around structures, especially whan your team Is 
laced with a building surrounded by open terrlioty; use a sniper to scope out the windows facing 
your approach vector to ensure that there are no anomies waiting to open fire. Sniping is your best 
:«t when dealing with enemies Hull have found cover, since soldiers with other weapons will have a 
hard time accurately placing shots on a small laiget. 


Rifles: Semi-automatic rifles are perhaps the most useful weapons for combat that bikes plan; near 
■ exterior of buildings, smoo they can he used to either Are single, accurate shots at medium- 


range targets, or to fire off an entire dip at enemies that got too dose. I 


the same rato-of-nre problems as sniper riflea, but don't have the advantage of pinpoint placement of 
hots. Soldiers wielding bolt-action riflae should begin w consider picking up a weapon from a dead 
:i .1 once they auut fighting around structures. 


Submachine guns: Submachine gum bc-gln to .-.me Into their - wn when combw -irupn around 
! addings. Across wide streets or airport runways, tliqy vnll still not be acourau; enougli to take (low 
nemlea quickly, but for twitch Are agamsi a aim-rouge enemy, there aren't many weapons that 
provide tho killing power of a oiibmaahme gun. Vbu may want to use a submaohluo gun If you're 
ruling your team; deal' out any uoarhy onamles, then let one of your rtnamen deal with the long- 
range threats. 


Automatic rifles and nuohlne guns: I'll.' accuracy problems of your heavy weapons are less 
important os you engage the onemy at closer range. Your machine guns and assault rifles will 
therefore become a vital part of your toolbox when flghtlng around bulldmgB. if only because thqy are 
uporb at laying down covering Are for soldiers who need to move across exposed arose, or as tho 
ruxof an ambush for oncoming enemies. They are beat uitod for defensive purposes, though, since 
' hqy're a bit unwieldy compared to your submachine guns. 


Pistols: Pistols are decent enougli at vwy short rang--, but elnoo many of your twi will b-. dropping 
MIMO'e or other submachine guns, you should alinoot always have boiler altomattvos to choose from. 


Tactics 


Firing 

fighting around buildings generally oonalsto of a hodge-podge mixture or medium-range, close-ranffh. 
and 'up dose and personal' combat, for this reason, versatility is toy your toam wUl need both \ 
weapons with high accuracy, and weapons with excellent rates-of-Are. 


Approaching a building: 

Whan dosing tho distance to a building or moving between and around structures, It's late that 
.you'll know tlio predse location of your anomies. Tina is especially tree when revering grauud VMM 
from a building's door: should you And yourself needing u> Are at a distant foe, you may wind up 
alerting enomtos inside nearby buildings, who will buret out of the doors and create a crcesAre. If you 
And a relatively defensible position, you can attempt to lure enemies outside by Arlng shots near a 
building's door; this Welle works best when you havo an unobstructed view of Hie area near the drer. 
since ovon tho computer opponents are adopt at Andlng oover when they ®nio under Are. Machine 
gnna are excellent at. mowing down soldiers as ihty exit a building 
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When your team !s travailing near the exterior of a building, sake advantage of tho cover that 
structures provide by walking alongside tbo wall. This will l»lh eliminate she poeeMlv of fire from 
enemies around the comer from the building you atteoh yourself to. and maximize jour setters' 
held uf view around lie comer of aqy arHacenr buildings. 



When you do roach a comer ur intereeotion. jmu should always proceed as if there are onemlw 
waiting for you. until you're certain that there u no threat. As you approach a comer. Keep your back 
against tho wall and scout the area to ensure that It's clear, look acroea the way first; If you don't an 
any oncmles, lean around the comer and check the other aide of jour position. If you do spot an 
enemy on either side, judge the distance and select one of your soldiers to perform the HU. 


Just because you can't see him doesn't mean you can't kill him: 

Bullets can penotrate most weak material. While you shouldn't expect to hun anyone through 
concrete, you can shoot through tent canvas, wooden walls, wrnden doors, glass, and other almlhr 
building materials. It's difficult w get an exact bead on an opponent before doing this, obviously. so 
you'll want to be UHing an automatic rifle or submachine gun: Just aend an entire dip through the 
waU and hope you took your enemy down. SUence downl r.»>*aarjy indicate a HU. if yaw torrefy 
wound an opponent, you can expect him to elart sneaking about while looHng for you. four bullet* 
do suffer a speed reduction when they're fired through materials, especially "Sen you're shooting 
through solid wooden walls. 

It goes without saying that this tactic can be put to excellent use when you possess abnormally he«o> 
firepower A tank or Jeep-mounted machine gun can chew up the Interior of a wooden building aa 
thoroughly aa any grenade could, and flak cannons can also penetrate tents. Since these woapone 
often possess massive reserves of ammo, you can safely cover each budding thoroughly with enough 
ammunition to spare for tho soldiers walking around oulade. 
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Interior Combat 

Cumbai imii» buUdlng6 Is what separates the patient soldier from the desd soldier. Combat slov 
down and evolves inio elaborate cat-and-mouse games between hunter and hunted, lhe trick to 
suraval is ensuring that you're the hunter. 

Movement 

four primaiy cumsni when moving around inside a building Is to keep quiet; keeping a low profile is 
suU Important, bul wUl be to of a priority due In the short duration of most Individual engagements 
Croudwd mwmsrt » auU your beat bet though: a Kneeiu« «tter who is moving as slc*|y as 
possible is gang to be virtually impossible to hear, which wUl help you sneak up on enemy soldiers. 

lying prone is not rorommended, unto you have a setter wielding an automatic rifle or machine 
gun who oar. error an entry or choke point 



Firing 

If a weapon lan'i automatic, lt'a not going to be much help in an interior fight. Semi-automatic rifles 
and pastels can be useful but the weapon of chnloo for combat made a etrucuiro is the eubmachuie 
gun. Since you W1U almost always be engaging jour enemy at point-blank range. yuu'U need the 
ability to pump out bullets In rapid sucoeeslon, and submachine guns are porfoot for Ibis teak. 

Sniper rifles: Sniper rifles are to than useless in interior combat, due to the emphasis on rats ol 
fire rear wsirwy If you're Mda« a budding wrJi good slghtlM <n the surrounding terrain, 
however, you may want to shoulder your sniper riflo instead of dropping It: windows and rooftop* 
make ideal sniper's roools. 

Rifles- Bolt-art! u riflee should be shouldered indoors; the delay between shots Is long enough to 
ensure that if you miss, you probably wont gel a seoond chance. Semi-automatic rifles are useful 
when firing down king hallways, but th*y often suffer from small clip size. 

Submachine guns: This is what you want when going room-to-roam. Submachine guns are tho kings 
of Ulterior combat. due to their immense rate of fire and high ammo capacity. Their only drawback is 
noise; try and get a silenced model from the inventory scram If your mission briefing Indicates 
interior work. 

Automatic rifles and machine guns: crow hallways and rooms are not idoal for the * twists, 
ance they rely on a wide field of fire for proptr use. If you can find a defensible spot, you can still use 
a prone soldier with an automatic weapon to set up a choke point or ambush zone, 

Pistols: While s submachine gun is suB preferable to a pistol when lighting Indoors, you may And on- 
useful when sneaking up on an opponent from behind. If yam unkad a foil clip Into an enemy, thiy 're 
as good as deed, but be sure you have friendly carer, because you'll be defenceless while you reload. 
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Tactics 


Approaching, opening, and entering doors: 

Wll need to loam how la approach and open a door IT you want to stay alive inside a building. Slnoo 
you oan't open a deer and aim a weapon at tho aams time, any ononiy on tlio opposite side of a door 
will got a (Toe shot at you after you open up. There are, however, a few trlckfl you can uso to gain the 
upper band on your foes, whether or not you know whore thcy'ro located In tho room txyond. 


Kirat. always aaauma enemlofi lurk behind a door. until you're auro they don't. Approach a door an 
slowly and etluntly aa pooalblo; enemy aoldlora can hoar your footawpo thiougli doors, and if you let 
them know whore you are by moving too loudly, they'll usually either come out looking for you, or 
wall 111 the room with tholr ilflee pointed at the door. 


When you reach a door, and are preparing 10 open It, move as far lo one aide as possible, preferably 
hy the handle elda of the door. Doore' hinge sides are usually located closer lo tho comer of a room 
than tholr handle Bides; this mosns that whoil you stand near tho handle or a door while It’a opening 
you'll he lose likely to be within view of an enemy afterwards. 



After a door has been opened, you should bo able to peek Inside It, either by moving around In the third- 
poreon viewpoint, or by having your soldier lean around tho corner. If there are enemies inside, 
shooting them white your soldier Is leaning Is on affluent way of eliminating than, 'ibu can also throw 
m defensive (blue oiripo) grenades by bouncing thorn off a wall; just make sure you're realty with a 
weapon IQ oeaeab onemy soldier deados in avoid the grenade by running imo the liallwayyou occupy. 

And finally, don't be afraid lo unload a few dozen rounds of ammo through a door If you suspect an 
enemy la on the other aide, or If yuu spot a door opening up. 


Room clearing: 

In large buildings, you'll need lo proceed room by room. Otartng out all of the onomles In your peth 
to ensure that none of them take you by surprlso from boblnd. This is often a fairly straightforward 
task, but In tho more lahyrlnthinu structures, It oan bo fairly difficult to ensure that all of the noma 
you've encountered Bley clear. 



It holpe to find hallways and dear all of the adjoining rooms one by one, checking each room aa you 
proceed, and only heading lack to the hallway when you've eliminated all the enemies In oach room. 
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This can help keep you oriented while you're inside a large structure, since you won't nave detailed 
maps for the Interiors of the buildings you enter. 


One key tip for moving throughout largo buildings Is to close dcore behind you as you move ahead, and 
< mum for the sounds of doors opening and dosing around you. Keeping tte doore dosed behind you will 
lower the probability of an enemy sneaking up behind you. If you stay alert and linen for the sounds of 
doore, perhaps after firing off a shot or two, you should bo able to determine from whloh direction your 
enemies are approaching and perhaps hastily sot up an ambush with your automaUc weapons. 


Stop and listen; 

Tho key to locating your enemies In Interior warfare is listening not swing, (liven the tiny Held of 
view afforded to you white Indoot*, you'll need to keep an ear out at all tUnos lo locate your enemies. 
Listening for footstepe is sepeclelly usoful, since you'll be able to tune In on the looaUon of an enemy 
and tell whether he's headed m your direction or not. Keep in mind, howevur, that many of your 
enemlee will not make any sound, whether because they're standing or sitting In one place, or 
because they suspect yuur presence and are creeping about silently themselves. 

It's quite possible, and olten desirable, lo eliminate your enemies without exposing youreelf to fire. The 
moet obvious way to do this Is lo use defensive (blue stripe) grenades, which oan be safely (relatively 
speaking) bounced off o f walls to reach areas otherwise out of sight. Enemies will attempt to avoid the 
blast, though, so you may tad yourself facing of! wuh an enemy soldier as they run away from tho 
grenade. Since it lakes a second to switch from a grenade w your normal firearm, you'll want to have 
one of your fellow soldiers lake up a supporting position nearby before you chuck your grenades. 

Vehicular Combat 

Although you'll be using footpower to make your way across most terrain, you will run screes 
vehicles on the battlefield. If the vehicle Is unocoupled. you and your reanimates can appropriate it 
for your own uses ty entering it and driving off. (Seo Chapter 3 for details.) If an opponent occupies 
a vehicle, howuver, you will usually want w destroy It before It's used to destroy 

Velilclee can be divided into two oategoriee: armoured and non-aniiourod. Non-armourod vehicles are 
susceptible to small-arms lire, such as that from your submachine guns, while armoured vehlota 
will usually require heavy flropower to destroy. 

Non-armoured Vehicles 

None of those vehicles are particularly liard to destroy. Automatic weapons fire will do the Job iuco|y 
when aimed at the engine block ftu can also shoot out a vehicle's urea If you want to slow It down a 
bit, but this won't neutralize the offensive capabilities of the vehicle. 

Automobile; This Is an enclosed vehicle that oan be used for transportation only. Your soldiers will 
not t* able to fire out of tho vehicle, so bo vety careful whon driving near enemlee. Don't forgot tfiat 
you oan run anomies over If you're In a tight spot. 





Tinte are susceptible to rocket fire, but are heavily armoured on itioir from ade. tare best bet men 
awmrttlg to destroy a tank is m am at its roar or flank Site. If yuu manage a direct hit on Us 
tracks, you may be able in prevent it Bum moving. 


Motorcyole: Motouoxdeecome with an attached sidreer, so teat two rekners will fit inside, ta'tcwy 
exposed while riding in one of those, so you will want 10 stay tor away Bum juur enamo6 addle dnvmg. 


Jaap: deeps have ants for a driver, two passengers, and one machine-gunner, who will utilize die 
macblnegun mounted on the Jeep's chassis. The passengers lnthe rear seats can Are outside the 
vehicle, hut again, all of your soldiers will he veiy exposed. tai can use the machtnegun's tracer 
rounds to homo in on your target from a groat distance away, however. If a jrep doesn't posses' a 
mounted gun, the forward passenger will only be able to use his regular weapon. 

Truck: Trucks are unarmoured an 1 has*. :: weapon®, so !> are! u *t«n •wng&'w vein near 
oiiomles. Soldiers In the hack of the truck can fire out the roar. Eneml* can penetrate the 
windshield of the truck, so you might not want to run directly' towards any hosute Midlers If you 
spot an enemy truck drtvuig around. It should wind up high on your list of priority tei®*s: if you 
manage to destroy it wtUla It's mill In transit, you'll destroy all of the soldiers inside, as well. 


Anti-tank mines are another obvious weapon to use agsinst a tank, but they're a bit more difficult to 
use than other weapons, due to the need to accurately predict tbo path lhaL a tank will travel. If you 
observe a tank patrolling an a set course, then a mine or two on Its path will ensure its destruction 
the next dme it rolls around. On the othor hand. If a tank Is not moving or ib searelung for your 
party members, then a gcod place to set a mine is around mo tank width from the oomor of a 
structure. Alter you've set a mine, get the- tank's attention ty shooting It, and then retroat around 
the ante of the structure. If It follows you on a direct course, as it usually will, It will hit the mine and 
be destroy*! 


Flak cannons and mobile flak vehicle* can also be used to destroy > tank. There isn't much strategy 
involved here; just get behind the tank and start blasung away. If the turret swings around, find 
some cover and attempt to approach from another vector. 


UobUa Flak: Mobile flak vehicles are simply flak oannone mounted onto a truck chassis. 'tou'U hove 
space for all four of your soldiers, but they will all bo relatively exposed, ao you'll want u> use Urn flak 
cannon 10 fire on your enenifc® from afar, before they can 1^1 a bead an your truck Vbu're best all 
using a scout In combination with this vehicle: send ono of your soldier* a bit ahead of the mobllo 
flak truck to snoop around for enemy soldiers, so that you're always prepared for what is coming 
This Is espoclally important whan moving around comers. 


Finally; If you can commandfer a lank of your own. you can rather easily deems enemy tanka via 
your cannon. Reload Umse are extremely long tor a tank's main turret, though, sc he sure your Orel 
shot lute the target 


Armoured Vehicles 

Armoured vehicles are wy difficult for your team to deal with. If possible, your best option Is often 
just to avokl them. Should you have to destroy them, however, you'll noed to resort to tome heavy 
firepower, Buch as a rocket launcher or anti-tank mine. (See "Using Explosives" below.) 


Armoured Personnel Carrier: maehm-gui: :iU> tef- of an AI*' is its *.ad!>wt fiwuro UicK& 

the gunner Is exposed to fire, so take him down first so that someone with a rocket launcher can get 
dose enough to blow the vchldle to shreds. 


Tanka: Tanks possess both a machine gun and a turret that fires explosive shells. Both weapons can 
eliminate ynur team within seconds, so your first task when you encounter a lank la u flank It or get 
behind It. If a tank 18 approadUngyou straight on. find cover, the machlnegun on a tank is situated 
on Ite front sido, and it has a decent arc of fire, so you’ll want to be out of sight when ore comes 
rolling past. The turret, however, can swing Ui a 3CO degiw arc, ao be sure to start running when It 
begins rotating towards you. 


There are a few different ways to eliminate a tank, the most common of which is to use a rocket 
launcher. Bazookas are usually available In the Uiventoiy screen before a mission m which you may 
face off against a tank; If you have a soldier with a high canning capacity and an empty shoulder 
slot, bringing along a bazooka and a few extra founds may make any tank encountcre that much leas 
difficult. OentiAn rocket launcher* are called Panzerfauete. meaning "tank fist". There are one-use 
rocket launchers, and are not available from the towmoty screen. fcu'U need to find a German 
armouiy. or pick one up from a dead soldier. 



Using Explosives 


Appendix 2: 


Grenades: 


Norway (-March, 1941) 


Dynamite and Explosives: 


Mines and Anti-Tank Mines: 



Rooket Launchers- 


Burma (-July 1943) 


Locations 
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A:' ot July 19-13, there is no hard plan hi place to recapture Burma, anti the allies aren't completely 
certain of wluu the Japanese are doing in the country's Interior. 

Austria (-September 1943) 

Austria is a small country with the misfortune to have been located between Hitter's Germany and 
MUBsollnl'o Italy, it is a small, mountainous coimny, tapering off lo sloping hills in the north and tlie 
east, Austria has cold winlore and mild summers, with rain in the lowlands and snow in tire mountains. 

Wedged between two Axis countries. Austria was the Bret country 10 fall to Adolf Hltter'B schemea for 
world domination, although It fell more through political ohaoa and pressuring than It did through 
conventional warfare. In any cane. Austria lias, (or all practical purposes, been a part ol Germany 
since tlie spring of 1958. 

Northern Prance (-May 1944) 

Prance lies, as yon Know, just noroes the English Channel from our own countiy. It la north ol Spain, 
winch remains largely unlnvolved In the current war, and also borders bah Germany and Italy 
directly. It Is a oountty of plains, fields, and gently rolling hlllB (although it la mountainous to tho 
oast). Cool summers and mild winters combine to make Prance a generally comfortable place to bo. 

Franco foil early In the war ao part of Hitler's Initial blitzkrieg forcing tho remaining French 
administration Inlo a collaborationist government In the town of Vichy. The entire northom half of 
tho ouuntiy 1 b under direct German control. The Axis loaders know that BilUdn will lie the staging 
ground for an invasion of the continent l|y tlie allies sometime soon. They ovon bellevo that tho 
invsalon will toko place In Pranco, but they are unsure where, and their forces are spread out thin to 
cover a massive amount ot coastline In nonhorn France. Hitler known we are coming We’d halo to 
disappoint him. 

Czechoslovakia (—May 1948) 

Czechoslovakia Is a countiy dommatsd by forests, plains, plateaus, and rolling lulls. Czoohoolovakla 
BiuoyB cool summers, but wet winters. It la a strategically iooatod oountty, sitting ustHdu some of the 
most important land routes through Europe. 

Sitting in the cradle belwoon Austria and Germany, Ozcchoolovokla made an olivlouB early taiget for 
Hitter. The CseolKelovaWan anny was no match for Hitter, and the only examines willing to defend 
Czechoslovakia (France and the Soviet Union) wore prerenuxl from doing no by Maud and Bomanln. In 
1988, in an attempt to aseuagj Uie threat (torn Germany. Czeclioslovakla pare up the Gennan poputated 
Sodotenlatsl. Six months later, under threat of an unntoppahle invasion that would hare dsvastatal the 
countiy. the rent of Czechoslovakia was surrendered to Germany without a shot being fired. 

Czechoelovalda has remained In German hands since that time. Now that the war In Europe drawB to 
a dose and Hitter has been corralled In Berlin, reports hare come In of the Czechoeinvakian cltlzanty, 
with the banking of the Soviet Union, rising up against the Germsn troops remaining In the area. 
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Appendix 3: Weapons 


Light Weapons 

Ught weapomy conslatB of your baslo combat knlvos, piatote, and rerelvere. Combat knives are used 
largely In hand-to-hand combat, after a soldier has run out of ammunition, or when stealth la of Uve 
utmost Importance. The difference between e semi-automatic pistol and a revolver is that a semi- 
automatic plelol is magazine-fed, white each shot ui a revolver must be loaded mdlvHluaUy. 



Colt 1911 



Enfield .38 



































































Medium Weapons 

Medium waponty consists of nfles anil submachine guns Wlille they do not weigh as much as ihfl 
various light machine guna or rocket launchers, toy are alBo more powerful than the light 
weapaniy, and can bo much more accurate and easy to Ore than eltbor at a dlsisnce. 


Rifles used during WWII can be divided Into two different categories, boll-action arid emu-automatic. 
Bolt-action HIV* refer to rifloe that require manual operation of tlie breech bolt, or fflmply bolt, 
between eacli shot, KarUer bolt-action rlfloa ware single shot, but in the mid 18708 boll-action rlflea 
began to be magazine fed. By tho time WWII rolled around, magazine fed bolt-action rlfloa were a 
common Item, and were largoty used aa the standarduaue infant® firearm. Optica were alao often 
mounted on bolt-action nflea, allowing them to bo used aa sniper nfles. Semi-automatic rlfloa are 
rifloe that do not require a manual reloading after each shot fired, utilizing a portion of the oner® 
that la generated from Bring a round. The dlffaronoe between a aoml-aiuomatlo rifle, and an 
automatic Hite, or aaaault rifle. Is that each preaa of the trigger on a aeml-aUtomaUO Hfle will Bhooi 
only one round, while an automatic Hilo will continue Bring until the magazine is empty. Some bolt- 
action and soml-aulomauc rifles are classified aa carbine rifles, which means that they have been 
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It was discontinue! in 1W0 in lawur of tho type 
lip, die Mt-iouon Ansaka Modi >u Uw oundaM 
Japanese rifle. Unloitunaietv. homer, produrtion 
«noru»» ol the Typo IW oauaad U» Ariaska Motu 
ID remain 111 servlai until tho mid of the war Duo 
lo a rn'ital dun cover am U» holt. the opareiUn of 
die Anaaka Modi was loin noisy and prom to 
0 logging Thai raid, while Ibo Anaaka Mopi waa noi 
aa powerful aa aom* of tlw nfloi uaed by U» allied 
nations. the rifle waa iwti long and It* anlion waa 
ant that 


gmma 


Maximum Moony 


baswl u|nn Uvi Maurer design, which 
, ii hnl very Unis recoil and was wiry acourato. 


Rounds per ■ 


lightened, with shortened barrels and, often, they Ore smaller rounds. 

Submachine guns dldnt see aerioUB use until WWII, yet their initial manufacture stoned in 1916. 
While th® are not aa large as a rifle, they are larger than a pistol, allowing for a high rata of 
flrepower with a relatively short range. Typically each platoon would have several troops armed with 
submachine guna. 


Arlsaka Meljl 38 


Trie KarabinorODK a a manualy-operated 
magazine lod MMcuan rifle. The magnum c< lha 
Karahlnar 96K waa a two-row. Ilvo-niunil. uitanial 
bo* magazine wiUi ■ dslaohabb floor plate that 
-oukl he loaded t® suippwr ollp. or ter (llllng lha 
magazine one round at a urns manually. The 
Miraniner ib)K was e redesign of the original 
Karabinar 98 lhai wee done m 1956. and tho 
Karablnar B8K stayed in pitducUon unul 1940. 


Enfield Mk. 4 (Lee-Enfleld MK 4) 


















Dam o[ Manufacture 


I Calibre 


UuOmum Moony 


MaAmuiu 


Ml Carbine 


y requested 9 more 


umbel inwyd behind tho law. MMOMtr tlw <oa! 
wai 10 lav® 9 weapon that would be ooeler to train 
.Ilian u tire anourolebr than the M191, white 
null ahooting 9 mndiumoabbre round, 
t iiitor.unaloly, Ihbibto Urn round that ran 
i..'.iilo[rtl (or Urn Ml Carbine waa 9 round-noed 
oultot uai limited lu ottoiuvonoM to 
approamei*& atio o»n. aim aevuroly limited iu 
Klaliiy. deeptle bavuig twtci the mum* vMoolljr 
w 9 0,-tfi AGP round Uai me eh* by tho 1911. Ai 
an unaided range the Ml Carbine waa anoMmee 
unable vo panetrale mm UdoR winter unllorae 
Hint eul. duo to iu mre. Urn Ml Cartanc work'd 
'xoellenily In Jingle oondlumu, end became it 
Id bo titled with lartfKapauty detachable 
magaatnoe It wee capable of 9 high rat" 0 ! Ill® 


Mosln-Nagant (Mosln-Nagant M1891/30) 


While iho WW w m uiltully 9 product of Uw 
Eprugfctd Antoury, which alerted dwlgn work In 
WOO. It wee not unul many vaflatlom letor diet 
Remington Arne woe oommtetioiud wnh 
mmanufanturlngtho 1KU. and thiy mlooeod tho 
M19DSA3 in Utt The M1IKBA4 waa relauted 
ahortly thereafter. having IU Iron righto replatwl 
with MT1B1 k.BX ukwopio optical Hgtlu. and 
afterwarl the MI9IBA4 renamed In wnnco until 
the Mlo 1900a 


. iu* moth nagaM nflo, also known an m> vuiuhm uoou 10 
” -nna. was developod hy oomhmuig two oumpoUng 0( Mull 

* ,"gne from ' USBHn army captain Minin and a 

Mgtan daalgncr Naganl Tim (Hal dnalgn wan an "' whl 
amalgamation ot both dcsigni the original Main- Rain?! (yile) 

llvlanl win original ty dnwrlopod Ui 1801 and. 

i.twwi Hum and 1944 tic MounNagant went 
through wnral redealgnn. and tho variety that 
waa uaud loth tor Uu; mlaniiy and a» tho eMper 
till* waa known ae tlui Miaai/30. and wan 
I'lodunod In 1830. Uko the Ml Oarnnd. the Maun- 


Springfield (M1903A3 J M1903A4 Springfield) 
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simplistic blwtoitopemial filftr automato-only 


. 

submiKhlm gun. slid was a refinement on to Ml 



58. One ol to! bolter IWtune of to MMO urns a 
melanism tot mldial to mu, of fire, widen 

RmWh (yd: 



helped to Opbminr msmisln central of to weapon 
wrxiti firing Hm only mm dm*!** to to MMO 

Ftom.U i*.r 

Jllp/Mafiiuto 

was tb» laoK of a land guard on to' trout, whirl 

Halo of Bra 

RPMI 

iduII result In the operator miming inair ii-vri-n- 

Maximum Vi 



Weapon 1VJ» 


Spagln (PPSh-41G Spagln) 




111 all. to PPS-41 was' one of to pnnaiy mspoos. 

Dale of Manufacture 

rturanit WW1I to ITS -4 1 a a MowtwJi opereud 


•ekeuw-nre automatic nfa. H 0 U 1 /vrurelr and 

• IV , ri( , , p.^n^iy inng rang* when ixuni'ered with 


MhirwhmMhlM gunn. Tti FRM1 ww iMopod 
tw Owt^ Spagln. and. ae a rwult, the PPS-41 u 


Qlp /Maga-mo 

also 'ton rofotwl to » to Spagm. In to ami to 

ftU« of Firr 

(HPM) 

PPS-41 was bo popular Ihat tbo doslgn wan 

l.lv.muinW i ■ 

nxportM w numnrouu couinrv.'u, m.n «■ 

L : 

Weaion TIT 


Ml Thompson 


Iniu-ilty. Uvi Thnmiwn irauiim gun ui »-"”l By 

1019 and, atn» ton. to weapon has undonpiiie ^ 0 i Manufacture 
nutnorouj revisions. One of to things tot «M to 

IbnmpMn»p«n from aha subnaohim Wins » W8 W 11 

tliu wtulo man are made u> 1* *> inaxpeniim u 

MMl, to Thoraprai ««« dmigMxi lobe a toly 

high-nuuny “*>• 11 tal * Z-Z _ 

shot*. udBtWi rings. *ae upon*™ to Bounds per aip /Mignune 

msi.uliwiim.snnwiglisflmon.itannitai.sudi - -tt: 

M ito8™aun.ftrton,isly.ho* lw r.to BMonfPtofRPMl 

Thompson u*d a Isrffr. nine powerful round. to Maximum Vltoaty 

0.46 AGP ss oppoaod to otor submachine gunn 

used during WWU. _ 



363££r*in« 

Too 

0 .Vw. r ? &mm 


ItfJOft/a (274 m) 

1 ~ ” 














Heavy Weapons 

Requiring both hands to hold, the heavy weapons available to soldiers Include various light machine 
guns, anti-tank weapons, and one of the tot assault rides over produced. 


Ught machine guns, while significantly heavier than submachine guns, are able to to rounds that 
are significantly more powerful, more like the rounds that are often fired from the various bolt-action 
rifles, often wllh significantly more rounds In each magazine. Due to their raw of fire, and the power 
of each round, light machine guns often need to be fired from the prone poBltlen, steadied by a Bmall 
frontal bipod. 



much like Iheuiaannd. that 


to! lbs (boulder or from iho hip. whil» 


Mimrtng 


; ‘ - 


lAIt hid te In Mitd Mill > blind, and 
Ml roltal (round it proved to l» a 
manluM gun. The HAH wu und for 


'WagMli 


in thn raid, oh 


Maxmii 


BAR (BAR M1918) 


^ m 


The anti-tank wtapomy avallatile consists of the standard issue UR. Ml Bazooka and the toman 
RuizerfauM. As with the light maolune guns, shoulder-launched anti-tank wmpomy is quite heavy, 
enpoolally In the oaoo of tlie itourfaust, which is aone-aliet weapon, Nonetlioloes, the damage that anti- 
tank weepomy is capable of causing Is far greater titan tho damage caused by other heavy weapomy. 


last but not least, tho one true assault rifle available Is the German Mfm, which camo out atuirtly 
after a 8ovlot variant mado fiy ftdorov, and the Gorman MM3. As with all assault rifles, tho MM4 Is 
designed aa a CQB (Close Quarter Battlol weapon, and usee rounds more powerful tlian most 
submachine gun, yet atlll lt»a powerful than many rifle rounds. 
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Bren Gun 




Degtyarev DP 1928 


i-.iitly IhoroMtsr, the ftgtyiinw DP ms i 
aindart light msahirui gun for the Sow* Arm; 
urlng WWW. Hunks to i tnpnd thu mt mini 
* dis LVgvwuw DP HUB. U «m (Iso »hki to D 



ofPteKHPMl 


Unxtmut 








Wing pumliMtd hy the Brttlah irnd km used u th 
'■-m plots for Urn BntUh BREN gun. snd Inter for U 
Type »> Joponsw Dgnt maoluno gun n> wriL hw 
tm ms no similar tn urn BREN gun that It hu 
■von bee retemd to as the first BREN gutv 


Rounda pr Clip 'Migran* 

Maximum 

VftaponUa» 
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i»mr« Dim aaaaux ntw, in hi- k was 
drwlnprd m Oemany (or mo tn WWII IV- inn 
nIK- armanl ao a combination of aubmactuna gur 
light maehlne gum. and boll action nflso. gmiig 
many of tbs adnnuft* of all Uiree white ntuiig 
into a compel fora Damir that would work oul 
noil during CQB, orotoae quartm bautea White t 
Roods Uiat it fin* «» not s« powerful a< «mo - 
Uvj larger rlllo roundn. U»s am algnlDcantly rao 
powerful ihan putiol ettHdgM. The only aonoua 
wpknow Of the UP-14 wa» IV Weight and 
ntraigth of Iba joint where Urn aiock auntdwl 


ahtoti had a limn of AO mater*. the Vnaorfaujtt 00 , ^ 0| i^^ure 

Will an effective ranp- of 00 msure, » Ok next eu-p 

.cn of several tvrelortijar the FWnwrftust, Wa 8 tl1 

■«* win an OTMinaaning range. TV fhnretfuicl RangBCRb) 

* 1 was Hk raw. Wdnty produ.i-1 wrslon of Ule — 

ftnartsurr. and. aa wUi Uiw Panrerfauei 3u. Uni 

FanurtanK 00 mo a aingteine noapm. Hounda pir Olip Msgas-v 

I InfenumMy. due in Uic retawb large J « of flam-. . rpu . w ., 

thaialHouinliVP-Koftneltawfaust83.tl» 

poreon firing n, and anyuno alao anund. bad to V MMdmiim »to-ny 
qwtetiarefmtrtheycraildlionurnedaltuj. Weapon iypa 



Ml Bazooka 



ly IV- onlitmiiui for Uio Haw»a cun- al 
due to iwne «iia|»l chargw tluu men. aapilred Irani j w 
IV Swim in the loaoii Alter n mo determined Uiat — 
tod not work wtdlaagranaito. a Colonel _ 
Dklmior defined » MbMhn[wl dolrooy ™ 
«y»tom that was named alter an ndil-abapid 
uonibono nlayel by Bub Buma Aker mate and 


tagan mumJacturo m Ml and wee uiml in wWII 
an tho standard ami-tank waipm of tho US A 



Explosives 



quits a variety of explosives were available w boih ihe alllsd and axis forces during VIW11. These noi 
,-nly Included Lhe nwndard gi-enadcs. but also anti-tank and aml-peraonnol mines, as well ns 
. -xploslvos. such ns dynamite, used to tnto out toy targets. 


Anti-Tank Mine 




I :• -miioiii WWII Him aim niimimnin anu tank 


N/A 

nun® Uiai wmv ui»d lj' both attna of the oonlUM. 



1 ■ used standard metal raalng, white othrmreliBl 

Dau> of ManufiDUirv 

N 

1 1 a meal casing to foil mino datectom In order to 



i- -trgy the trvade on enemy tanks, anu-umk mom 


0000 gnixa 

•uhl nornwlly carry Mjywhpro tenffen one to sight 






i» jimla of nfuw tau-tank mine* wire often 







Dynamite - Timed 





Ueed R> 

K A 

lynamlt* used m Hidden and Dangerous li a a 
. iraiblo-anwl aqilosire charge 

Bate of Manufacture 

N/A 

W-ignt 

000 grama 



Wcaiamiypi 



Explosives Bag 



[Tvii >uu need tonro of a punch tltun ilynamiw will 

UMdhy 

N/A 

. ..v you, hi%vm#? an rxplouvw htvf oo Iwnd <«u to 

Rats of Uanuftoiura 

N/A 

i huffs help. Tttf tixpkvUvBB twg used % virnl.v 

1 Milltid (Wv 

«NgM 

acKOgnmi 

»«»■■ : d- 

RxpkMM 


Explosives (Clam Bomb) 

























Man Melt Mtegu'.riM*|ga«a9Mafc<r |llaodl» 
inuirrolxixl with antitank am® to into out the 
foot soMffim that accompanied tanka. anti 
pereonnn! mini* wuld trank I lavro on a aoldiuc 




*• ayr. 



No. 36 - Defensive (No. 36M MK1 “Mills Bomb") 


oroadertal a dejenaive gmnade due to iu hlgh- 
alirapnul content. which could to thrown totoutU 
an eneny to dincourage thorn from advancing in 
Hidden 9 Dangjoui 2. hummer. the Hu 3B mataad 
liaa a lunger lum deiv, which allow* It to houin 
totore exploding OTB to dropied and explode 
bahuidjmu. 


No. 69 - Offensive (No. 69 MK1) 



gjonadu during WW1I duo in the kw amount of 
pnol. allowing it to be uobI m clo» quaiten 
with ium null to tto attacker. In Hidden « 

Lning^mwa 2. howcrnr. the Nu. CD la clanaUM aa an '***** 

uffenalvc grenade boauno It will explode on — 

conutm, and not bounoe. »»pon T>v 

































.quo* an 1 iniajcnsve to manulkture. iha 11043 
replaced IM MOCM near the and ol until. One of 
Iho «v> m which c»u of Ihe MO dll «m reduoid 
wa» bji atmplltyug the d«ugn of th“ MOW, 
maxing II full-auto only. Bwn when the MM3 wu I 
introduced. homwr. wliUei lui reUoUBU ma* It 
Ideal for uifcnuy, Uw MO-34 wae suit usd in tanks 
uni other which*. twauee the l»ml of tbn MfrM 
mi removed booltmnli. unload of from the aida. 
lino (bo IKM2. The M<J-« a ttfol or uipri 
mourned. depending on oppbaUoo 


Han# Ode) 


|l32SP..'71Cm,!' 


Tl, tnwnug Minin T»r. ■ lutf use Hr 
Browning M1919. esoopi that it had iwo Browning 
M101U RUM mouniBl aide t» «de. allwdng (of 
mare Bropuwur 


CZ Vzor 37 


Type 92 


Cannons 

-V -rsl wpes of cannons are available io both Shan and be shot at tff; these include a vane® of both 
->. gun* and tank gun*. Since 0*1® of theee are brad, or are being used by the enemy, care must 
v -Jiicon when appr»chlng a cannon. 

85mm - T34 / 86, ISU 85 


Medium / Heavy Machine 

While submachine guns and light machine guns can often lay down quite a bit of firepower. in otder 
10 lay derm enough Orupower at hlgh-range. you will need lo resort to medium or heavy machine 
guns. Due lo their slai and weight, however, medium and heavy machine guns are tnpjd or ftxod- 
mounted guns, which means that they are net jxirtable hie urJxtunate resuS about toi* is that, 
since you are often the one who is advancing on enemy positions, your enemies will likely be bring 
them at you. 


MG-42 


Browning M1919 


Browning M1919 Twin 


The Browning MWB wu dt-rehipad as a btsiy 

JbwI By 

03A 

machine gun. TIB Browning MBB la based on of 

Iho aarno Oosign «b tbe M2HB. which ihe Brcwmng 

Dair cf lZanuTssore 

1010 

BAR was aim bawd on The Brownnig MBB 

».ight 

HOEOgnunJ 

underwmt mveral revimni Initial dwigns wire air 
cooled. but lator designs worn even liquid cooled. 

Bnngr .jd»; 

1640 

Tbe heavier barrel of the M1S19 also allovml lx 

Cabbrv 

o 3f:!a ? aia.m i 

long periods of sustained Ore between changing 
barrels Tbe Browning MWB was mountodon 

Heundw per Clip dlaffBne 

2S0 

which*, and mod a» an anusirerefl gun. Tbe 

RateofPlre(RPM) 


Krwramg Miwio ia rnpoS anil jury mourn*! 


.£W T- c i ~~i-\ ni-r 


ginafly manutaaiavri in Clataavaloa, and 
• refemri to as Ibe IS 57. Urn CV V*r 57 u i 
-Hunt machinfgun rwpahle c< filing the ?. 0 £ i 
Usurer mind Ihe CV to 37 «u uw 
■lea are of the Bntiah Bren Run 


Rato .if Pli-mni; 


idvw 134 t 86 lack was «pnjged wuh an 
7mm. or 63 abbre oannai hi addum lo tbo 
roved tnpw that ns pronden ty Urn 
imt a mteegsri uim »TOn|»niM lbs 
uinoi when allowd fcr a ibud ommember is the 
•irWBasDBmksdlMairi unloading U* canien 


eufRrefWM) 





























Ituuiulu per CUp /Uigiam 


support rote, but nfi 


Appendix 4: Gear & Vehicles 


Flak 38 20mm 


Flakvlerllng 38 4x20mm 


KwK 36 - Tiger 


KwK 40 - Panther 


Equipment 

Backpack 


riioro arc a number of wnetlea of backpeokB. By placing one on your back whon preparing for a 
mission, you will bo able to cany muoh more equipment than you would otherwise. 

Binoculars 


Binoculars are a rigid frame holding a combination of mirrors and lanses, effectively creating a 
teleaoopo for each rye. To use your binoculars, simply have them 111 your tnvMtoiy and use the 
binocular kqy (default! B). 

Camera 


This la just a quality, orer the counter camera. When you nml to take a photograph of something simply 
/, ilk up to it and Interaoti wltli It The option to lake a pliotograph will to In the interaction menu. 

Compass 


: lie compose Is a small but vital pleoo of equipment, evmy sukller should not omit It from hie 
standard equipment. See the Interface section for more Information. 


Marls cy mounting lour mamauai Hunt 
•olmuno togotlwr, the Flakvteriing 36 1 
inaialledm link town or other p-Tmn: 
mourns. It wm ownud Uv wo h*ntl« 


nw iirlMpln ann-alrcran gun a usnnqy aurou 
WW11. the Flak 36 wunhu sueceaflnr of the 2em 
Flak 30. The Flak se ended up bang mounted on 
numeral type of whlolas. and awn was the 
pnmaiy gun of a Ituitar class anu air lank. Tbn 
Ktek 38 ts both mowntod on # inpcd. wid an thfl 


Wv.'R o in*- D s vtimi-'K 1 


5 


















Diving Gear 




This diving gear 1 b a newlydeveloped type of bMUhmg «ppa«w (tolled tor dtan. It te > 
limited amount of air. but the SAS la not an aquatic unit; you should haw more than enough air .. r 
any of your missions. This la worn In Unu of a backpack. 


First Aid Kit 




First aid Kits amain a combination of essential bandages and nwttcaUons for etntrgencff -wound care 
In the held. Tb heal yourself, simply select the first aid ldt as you would Mb t» 
interact with Uiem and choose to turn them from the Interaction menu. A first aid kit carries only 
enough bandages to use once. 


First Aid Kit, Large 



The laigo nm aid kit works just Uke the regular version, but It has enough bandaga and raohcin* 
for multiple uses. 


Keys 

TO 

Keys are used to open locked doors, of couree. Normally, important keys are kept iff Important 
people, so make sure you check any enemy that you eliminate. 


Wire Cutters 



Wire cutlers are a strong tool that can cut through electrical wires, fence wire, and so on- Junpiy 
keep these in your inventor; until they are needed. When you nod to cut something interact with it 
and the option to cut It mil be in the interaction menu. 
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Clothing 





mere is nothing especially remarkable about your own uniform, but you can acquire the uniforms of 
r.-‘mlcs.alkiwlngjoutopa88asoneofthemforashonume. Naturally, you can wear only one 

miforra ai a time. 


Uniforms 



Helmets 

■J li fl^l 

never you can. wear a helmet, lbs. they're heavy, but thgy are capable of stopping a bullet that 
,:d otherwtreputytw into a pine tax As with uniforms, you oan steal the holmole of your 
cues, but can woar only one ai a time. Some uniforms are normally worn with a hat rather than 
imet, which tools good, but provides little protection. 


Other clothing 



■ • re are other form.- of clothing that you may find useful from Umo to time. Staff and ckhor non- 
maty clothing works much Hits a uniform. Eyeglasses can be worn m Ueu of a helmet to 
mpUmaat a dtagulas. 

Note: See Chapter 3: Qameplay for detalla on how diaguiw* work. 
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Vehicles 

Motorcycles 

Kraftrad BMW H76 w / Sidecar (GER) 



W*n tH* nr«l > rantmujoo c< n«nS ««1 

nunoeuvreljUty, Uio OanuiM oten roijf on 
mrarcyrtM U* R76 l»« Iwtvy mold mil a 
ItMOWd imam . » rmnr. gar. anl im option to 
uxtmts tight msduncipffi on theater Im 
. ijeuelty ubM fur c>»m£j or «nul itu'jtn. aal » 
■spooully pjpulsr with tte Arflffl tape. 






55 

"’3 m 

Height 


VM*r.t 

410 kg 

L!« Spted 


ii«. Cm 



4-8 Wheeled Vehicles 



Opel Blitz (GER) 
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Kubelwagen (GER) 


'iainu>o»:*vw 


TV railiuuy am of Urn .avmnn Wtmimn. U»> 
Kutalmfcn n • multtpurpna vohrto In tmf uta 
on mr Iran, lui fen ana BtabH. and nttnuw 
omrreugnwnain, Much Urn UnAiHBiwmJsap.il 
mini IDr rani* Woaponaunn, n a BnlTur, tot 
acouung and hr any otlrar piupoae «o* d» 
Wdirmaritt can IhlnK up. 


Mat Speed 


Schwere Panzerspahwagen Puma (SdKfz 234/S) (GER) 


Counuy ol 


I armoured oar. All ntght wtmlanre poaimd. and all I 
ogM wbnla am awered, Tlo ZSM mrtrl aln liaa a 
Hums (munaltf dMIgned (ora Irepanl lank) wnh a 
Wmm Kwk M» 'Puma' cannon and a macHlna sun. 


Bedford QLD Supply Truck (GB) 


(Sunny of Origin 




»Wtf# 


Wagld 


Max. S(«d 


Max Crew 


WUlys MB Truck, 7« Ton, "Jeep" (US/GB/USSR) 


: • uignW bp WUIsi-Owrand MotOT, Uua whirls. 
"Con ju* aH a 'y*p' (frem iffi Um mold number 
"I a iiratotypo), la a tour wind ilnw UtflUy Wilde 
i';.,; aanm Um alia* in nay fmalbla wiff, (Tom 
i HU* inuuponaum loaniUng Optionally. raw 
in dda liaw a mount tor a MK naduim gun. 




























ICountiy oilmen 


•rail Die imwi ttaJHM « • umtat 

nhicfe. Italltadui »!*, u moouwl i«wufc! 
mmoninrwiniWteffiniihiHim n*»aftonHj» 

» roifcr mnmlal on Um (rail in «lkw l!«m to 
ty^jUulo otacp tjiwhai 


ir..a?n Hg 


Panzer V, 'Panther' (GER) 


*.l- ankle Mill* Orman Inn. Uuchrfm 
M«n u nafcfkil ifltf U>r hl#ff ethane 
• T« wrJt ft » I Met lank. •Ur^ms wnh 
iu Tt mm KwK tt 1^0 cumcn. muluiiki Radnnr* 
*i.-a.iaUgHUdBhul)cliK li do*, lanwr, 
'»"• i repiauoi tir nanaiaai (abima. 
































nforwui 


uni It In dreadfully upetmtnt to prcriuiM. but la 
capable uf duraliuiinif Uu belilr fluid with lu 88mm 
gannon II property tuppartad, 1 )» mis pail 
inUkuim II lua are Urni II u a Ml Blow. uni U» 
trauiu are vulnerable m mud mid cold. 


Panzer VT Ausf E, 'Tiger' (GER) 


ISU 162 (USSR) 



olOrWm 


nlow Unli minimal mill a IS! mm 18J7/W UW10 
Iwwitair. It la a dangoroua volume. Mb u a uni 
klltor. mid « kmK nn» Nippon, torn* ablu u lob a 
96-pound eMI ok»w io nmo kittmonui. 
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Mux Spool 

3-1 kpH 

Mm 



Boats and Ships 

PT Boat (78' Higgins) (US/GB) 



>) toil conw 


ICounuyororWn 


— irforeUioirar A Itot, light unit capable of totli 
; »•!•'! Mill nffinuiw dOKiiu. U* IT dm haa a 
'.ijiM.ir(j|VFirUUon» n» lllggnu 78 ’ u ojooUiaod 

«»itunb(iU. 
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Junkers Ju 87, 'Stuka' (GEE) 


Aircraft 

Messersehmltt BF 109 E (GER) 


'sL 


Aii ontiw tannUnm in U» Bpuiun Civil r, UK 
BROS h»I«niuvjial for* *Miii TtnMaMR 
hv (won Uw otniidsn! IuRmOB nghvir tiirouglraii 
the nr. are last planus in a oUtnb. kirk 
miuwmjvrnbk!, but can te rathur irtolo' durnig 
tataaffo and at High spiel. 



I'lukn Blw Iwnfcur baa bom ono of 
■' iiotonota planw during Uio «rty war. 

••.-■Ml ptpaflata built Into iu amts ermie * 
Ii::',::irtl«« whlntlmgoiirlolt u It illvw on Its urga 
"o'- bon amt • obivor Omni more tliau ono s|iino. 
U boo oleum good suoirao as a olreo support ml 
naval lumber. 


Couniiy or origin 


IwigUi 




Hnighl 


*"Wbt 


Uax .Sped 

Wbph 

!Kv "!• » 





























De Havlland Mosquito (QB) 


Junkers Ju 88 (GER) 


i- or ibv Moaquito cmtad uprau Modern 
- on* arc nu»o foiiraaeoo. bmtung with 
! ■ :uy . I«u I« Msvilaail decided lu mala Uil» 
.Mow of wood and leave oil all of the Juno. Tin: 
me A bomber dial down't need gum. braum 
n’t alww up on radar and U» UiftwsITc 
-ipur> (*n't catch up to 11 The tool that tt 
■n’i u« muoli mewl liurlivi wartime ehortagoi 

.'-1 i.immbotBf 


lUrust Itntain 


bcanlwra. the Ju 88 hoe bam ercund tfnoo betorc 
Ur nr tuoatoH.iumgbooibarwBliawig 
raiige.MpabtoMoanyingalaiyplosdtf bomba 

rnminlv iiawl tor kiwi bombm< and otoao Hippo*. 

n tan Us m Imi •• »nnt IWbim, but boo ibo 

ummuoioUbomtW- 


Iwiugqiui 


10.780 »g 


Supermarine Spitfire Mk. V (GB) 


Coumiy of ■ 


into. flotmin Ace Adolf (Mland mutt •flpllfliw." 
A; -Mably one of Ibe boel lighters U10 world bat over 
■•in. tlto Hpuftro oombmea enrellont armament. 

• .‘dinoumMIty, speed, and atabllHy « ornate » 
foot. msureuvrabto lighter that am cany the tiny. 

' .“it if badly outnumbered. 


modem Oglilor plana This mm only partially 
aiMwaful. The Saotta mow* well, n liable and 
manotmvTftble, but IboM the morall power and 
performance ortho aircraft It le ouppnaod to bo 
matched against. 


IBOUItpb 


Country Origin 

chrmuvy 

1 /mgtti 

M.4 m 

Wlrtriapua 

iaiS m 

Height 

l*B 

Weight 8#»W 

Max. Spied 470 kpb 

1 Max 

—11 1 






























ICountiy of' 


C-47 awuiun it ilic mlllaiy vunton ol Urn 


wwtito ixi-3. ituuMt Warn; pm* 
niMportUBo funalou. novlm! troop*, «NOkd. 
iiuiiplw. uw psiMroopore mio uiit out or d» 
(ront km. 


iRoinuy o( Onstn 


U«I lufnnlto. tko 1*6 flgnw undo n god IWM 
ll u n £oJ Uremft, but na mnaitabto. Il is ho. 
und otaUi lim. burn » MUBrt to cxuvtreL 


IWUWM 


Douglas C-47 Skytrain (US/GB) 


Lavockln La-8, ‘Lavochka’ (USSR) 
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Michal* JiH 
Mra/ek Martin 
Muchov 4 Andrea 
M>n*l Jifl 
Nerval Paxel 
Noaek Martin 
Novotny Jdl 
Pcvhnuiut Luhmnii 
Pe/uu Jon 
Pokurna Jitka 
Polfkk Alcnek 
Pufchyf Jtft 
Pukl ladulav 
RAbon llot i. 

Ration If Richard 
Rohanek VUdialax 
R.Nlm hem Karri 
RotHhem Marek 
Rum let Kxrttwlav 
Rylavy StaruaVax 
Shon Michal 
Suru.Ux Adam 
Suideny Zhynck 
Sxatulk* Milan 
SykorovA liana 
Santaxy Miroalax 
febcla Jaromtr 
^rbela Marek 
Sehela Martin 
Sebela Peu 
$ejnoka Jon 
StepAn Karel 
SxAI» Robert 
Svorr JiM 
Tcp/lk Paxel 
Tomcox A Gabriel. 

Tomcc Zdenrk 
lufkovA Anna 
lurck I VO 
Track V Ac lav 
VtaUfek Jrf I 
Vexerfco Ondfcj 
VodiCko Vaclav 
Nykoukol Vladimir 
/ovadilroA Mortino 
Zbnftl I rantilek 

Special Thinks: 

Nodoce Lcirxkf I li.u-i.tr 
Spolcfno.li VVtkox 

Stfclecky Mogortn 
IliUnrWky I'xuv ArmAdy 
IWkf Republikv 

Mceax.it* Zcmtkf 
Mureunt Brno 

TomAl Plxihalik 
IVtr Peehar 
Lukil Zajk 
Jan Marxanck 
Drahooiira W'emcrma 
l odnlav Silhavy 

Frank vod> 


Miktalav Pclikln 
Petr Vocek 
Marek Bofek 
VnOdatrCil 
Mane I Gregor 
Pavel ftihmdy 
Pavel Modi 
Marek Kraiochxil 
'Malar Hudec 
Matoul Michltfck 
TomAl Halafka 
Marek Rcaachnn 
Martin Schrla 
Karckl Malfik 
Michal llafik 
Alt* Kept 
Vladimir ZadraM 
Anna KiebcIroA 
Jdi Kudlik 
Jakxib Unca 
Peter Hck'manm.ky 
I ukAi Mcntik 
Mkkal Bcran 


Sound Lngtncer. 

Phil I van* 

Recording Superx.uon 
Martin liaborik aka Amnxo 
Andy Mortey 
Luke Vcmoo 

Acturt 
Inn Clark wn 
Xander Anmtneig 
Teen Oldham 
Peter Temple 
Jonaihan KeeMc 
Nigel Lmduy 
Tom Goodman Mill 
Jonaihan KxxkJ 
BnttaGraiMv 
Maudii Fujimoro 
Oleg Minxhmkox 


GATHERING 

Producer 
Andy Mtelcy 

Luviitixf Producer 
Rupert I.Minhrook 

Development Director 
Luke Vcnva. 

VPUalhetmg 
Graeme Stnnherv 

Wtekhv ide Head 
Of Marketing 
Sarah Seaby 

Wurldv.uk Puifect Managrr 
< hrutina lame rota 

CMthermg Junior 
Andrew Panom 

TAKE 2 EUROPE 

Group Prodocnan Manager 
Jon Mroodbrnlgc 

(•roup Productum 
CtMMiUnam 
Chn» Mwigwick 

Grxnip Dwign Manager: 
lame. Crocker 

Online Marketing Manager: 
Julian lloddy 

PR Manager 
Cat Channon 

IVoduct Manager 
Gary Sum 

PACKAGING DESIGN 
Red Cloud 

VOICE TALENT 

Recorded at SukL'K Lid 


ADDITIONAL MUSIC 
SOURCING 

Onm Holme. 

MANUAI WRITTEN BY 
THE STRATOS GROUP: 

Duane Rudd 
Noah C onrad 
Matthew Rone 
/» ck Sell tel 

PROOF READING 

AND EDMINO 

Jame. Ilmrll 

TAKE 2 QA EUROPE 

QA Manager 
Mali I Joyd 

LeadTcter 
Amly Maaon 

Truer. 

Jon Gittu. 

Simon Lawrence 
Carl Young 
Ru»ut 
Mountain 
Antmne C'abrol 
Jon Lalam 
Will Kiggott 
Jon Atkm-Duy 
Lee Johnwn 
Kevin llobMin 
Mike lllackhurn 
Charlie K inloch 
Mike Emetty 
Phil Alexander 
Dm Bate. 

Phil Deane 
Matt I lew it I 
Steve McGagh 
Steve Hell 
Fdihe Gibxon 
Jamcx free 

Special Thanks 


Vtoice C'aMmg. 
Andy Emery 


To Jennt and Elite for all of 
their continued wippoo and 
undemanding oxer the 
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CUSTOMER SUPPORT 


Every effort hue been made to make our produce as compatible with current hardware as 
possible. However if you are experiencing problems with running of one of our titles you may 
contact our Technical Support staff In one of several w»ys: 

Before contacting Technical Support, please be prepared, In order to assist you os efficiently as 
possible, we will need to know as much Information about your computer and the problem as 
possible. If you can not provldo the Information In the check Hat below, then please contaotyour 
computer manufacturers technical support department before contacting Take 2 Interactive, 
otherwise we will be unable to solve your problem 

The information that wo will require Is as follows ; 

Contact Details: 

• Tbur name 

• e mail address, daytime telephono numbor or postal eddreea 

• if you are from ouunde Lite UK, pleaeo spocliy which count* you are oomacung us from and the 
language vorelon of the gamo you are playing 







Bystem Details: 

• PC Brand Name and model 

• Pn rs|" 4 and manufacturer 

• CD-ROM Drive speed and manufaciuroi 

• fold amount i' ..v-i'-miRAM 

• The make and model of your Video Card / 3D Aocelorator together with amount of Video RAM 

• The make and mo;i"l if your Sound Card 

• Me 1 :: - ■! i : 1 1 driv : informal; « 

lleaoe deecriho the circumstances, Including any error moeeages, of your problem as dearly as possible. 
NOTE: PLEASE DO NOT CONTACT TAKE 2'H TECHNICAL SUPPORT STAFF IN SEARCH OF GAME 
HINTS. They are neither permitted nor qualified to supply Buoh information. 


OUR TECHNICAL SUPPORT CONTACT DETAILS: 

PoBt: Dike 2 Interactive Technical Support 

Unit A Sovereign Park 
Brenda Road 
Hartlepool 
TS2S1NN 

Telephone: (0870) 1842222 / calls charged ’it natrmal rate 

(7 days a week from Bam to 10pm (OMT) excluding bank holidays) 
Pax: 01429 233B77 

Email: Wke2@sianekeurope.oom 

tah.BUppart@take2europe.com 
Web Address: www.lake2g8mai.eo.uk 
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LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT. 
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LIMITED WARRANTY AND WARRANTY DISCLAIMERS. 
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